Ug 


(5) DISCOUE 


— 
— | 
— | 
Emm | 
— | 
Emm | ) 
= | Ў | М [ М Е М » О 
— | 1 
шыш | | 
шин ү ч 
— | | 
БЕНЕН | Е 
шин | то 
ине | i 

h | 

4 

% 

| 


CONSTRUCTION INSTRUCTIONS 


IN THE SPIRIT of Nintendo Labo, you've first got a construction project ahead of you before you can enjoy the 
bonus we've included alongside this issue! It's a paper toy version of the Robot Kit's giant robot, and you just 
need some scissors, some glue and some time to follow these instructions to assemble it! Go for it! — LUCAS 


CAREFULLY CUT OUT THE MODEL 
ALONG THE SOLID BLACK LINES. 


GLUE TABS 4 &5 TO THE BACK 
OF THE MODEL AS SHOWN. 


FOLD THE SMALL TRIANGULAR SECTIONS 


INSIDE THE CHEST, THEN GLUE DOWN TAB 10. 


ATTACH THE EXPOSED FLAP AT THE 
BOTTOM OF THE HEAD TO TAB 16. 


GLUE THE BOTTOM OF THE 
SECOND LEG TO TAB 21. 


GLUE THE EXPOSED FLAP ON 
THE LOWER BODY TO TAB 26. 


FOLD OVER AND GLUE THE BACK 
OFTHE THUMB TOGETHER. 


и 
Hill Fold 

Valley Fold --------- = 
Glue 


FOLD ALONG THE DOTTED EDGES, FOLLOWING 


THIS KEY FOR “HILL” AND “VALLEY” FOLDS. 


LOA 24 


ТОСКТНЕ BOTTOM OF THE SHOULDER 
INSIDE THE CHEST AS SHOWN. 


GLUE TOGETHER THE TOP OF 
THE HEAD USING TABS 11 & 12. 


GLUE TAB 17 DOWN TO CREATE A LEG, 
AS SHOWN. 


GLUE DOWN THE SIDE OF THE 
FOOT USING TABS 22 & 23. 


PUSH TAB 27 INTO THE LOWER BODY 
SECTION AND GLUE INTO PLACE. 


GLUE THE BACKS OF THE BLACK 
ELBOW SECTIONS TOGETHER. 


FOLD OVER THE HIP FLAPS MARKED 1&2 AND 


GLUE THE BACK OF THE PAGE TOGETHER. 


GLUE TABS 6 &7 TO THE INSIDE 
OFTHE SHOULDERS. 


GLUE TAB 13 TO THE OPPOSITE SIDE AND TAB 14 


TO THE EXPOSED FLAP ABOVE THE FACE. 


GLUE TAB 18 TO THE BASE OF THE FOOT, THEN 
FOLD OVER THE LEG TO CONNECT TO TAB 19. 


GLUE THE BACK OF THE FOOT 
TOGETHER USING TAB 24. 


TO BUILD THE ARMS, FOLD OVER 
AND GLUE DOWN TABS 1 & 2. 


FOLD AROUND THE HAND AND GLUE DOWN 
TAB 4, THEN GLUE TAB 5 TO CREATE A FIST. 


FOLD OVER THE LEG MARKED 3 AND GLUE 
THE BACK OF THE PAGE TOGETHER. 


THEN FOLD DOWN TABS 8 & 9, 
GLUING THEM IN PLACE. 


GLUE DOWN TAB 20 TO CREATE 
THE BACK OF THE FOCT. 


FOLD AROUND THE HIPS AND GLUE DOWN 


TAB 25 TO CREATE THE LOWER BODY. 


GLUE THE LETTER ON THE ARM'S SHOULDER TO 
THE SAME BODY LETTER. REPEAT STEPS 23-28! 


NINTENDO 
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INBOX 


STEP INSIDE THE 
LABO-RATORY 


A new generation of mad scientists is being born! 

Well, OK, hopefully not really mad mad, like 
they're going to try to take over the world — just 
mad like they're crazy about inventing insane 
new creations using Nintendo Labo! 

Yes, Force fans, we're celebrating the launch of 
Nintendo's latest, wildest product line in this 
edition of NF Magazine. Nintendo Labo is the 
most off-the-wall idea the Big N has brought to 
market since the Switch itself! (Yes, | know it's 
only been a little over a year since then, but still!) 
The same pure creativity and fun that led them to 
fuse home console and portable gaming together 
into a single device has now driven them even 
further into territory never explored before by 
any other company in gaming, leading to further 
fusions of the Switch base unit and Joy-Con con- 
trollers with a cavalcade of cardboard creations. 

We've prepared a full Nintendo Labo Launch 
Guide for your perusal, highlighting each unique 
build-it-yourself Toy-Con project Nintendo has 
sent to store shelves to kickstart this new line of 
products. We also look ahead at a few future Toy- 
Cons seemingly lurking just over the horizon, 
then do our best to contextualize the Labo 
launch in the light of Nintendo's entire history 
with an article that looks back on some of the 
toys they created in the decades before video 
games came into the world, and then another 
piece that presents some of the most "dispos- 
able" peripherals we've seen through their video 
game years as well. 

All that and an exclusive reveal from and inter- 
view with Limited Run Games, a company that 
isn't exactly building things with cardboard, but 
is nonetheless making gaming more physical 
every day! It's 


madness! 
adness ә 
АР 
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When | first saw the thumbnail for the 
Nintendo Labo reveal trailer, | thought it 
was some kind of Mario Maker spin-off 
since | saw the words create and play. 
Then I saw the video and was thor- 
oughly impressed! The idea was 
amazing; the execution seemed pretty 
great. Building things is something that 
interests both parents and kids. The 
concern over the cardboard aspect of it 
was there, but | figured we would know 
more once it came out. | assumed it 
would only be a minor problem. 

And I believe it will be a success. Kids 
will enjoy building it, and then playing 
with each new game. With five different 
Toy-Cons in the Variety Kit, that will be 
very appealing. Plus it has the aspect of 
STEM with the toy-building (Science, 
Technology, Engineering and 
Mathematics). This will entice parents 
to buy it. Though I hope if it's incorpo- 
rated into main series games, it's only in 
aside mode/extra mode. — ALEX 
THORNE 


My initial reaction to Labo was just 
amazed — it's another one of Nintendo's 
products that nobody else would think 
of! I'm excited to build the Toy-Cons. 
Also, the robot suit looks so cool! I hope 
Labo will succeed, but I'm not sure if it 
will. But | can see it being successful 
with young kids. The only way I can see 
it becoming a flop is if it's broken. I 
believe that Nintendo could take this 
even further. Personally, I'd love to see 
Nintendo combine the Labo with their 
fighting game ARMS. — ERIC D. 
CLONTZ 

Physical extendable arms? Good call! 


With the Nintendo Switch kicked into 
full gear one year after first arriving 
on store shelves, an avalanche of the 
greatest hits of yesteryear is heading 
toward the system! We focused our 
attention on the many ports of past 
titles bound for the Switch last time 
around, and there are even more to be 
found in the pages of this issue as you 
flip ahead! Our primary focus in this 
33rd edition of NF, though, is the 
entirely new and wildly novel Labo 
product line from Nintendo. We 
wanted to know your thoughts about 
the cardboard construction kits, so we 
asked you to share what your initial 
reaction to the Labo reveal was. Are 
you excited to build some Toy-Cons 
with your own two hands? We also 
asked you to predict whether Labo 
will be a sales success or a flop, and 
finally we wanted your Labo concepts! 
Here's what you had to say: 


My initial reaction to the Nintendo Labo 
reveal was utter confusion — I had no 
idea what was going on. Then, some- 
thing clicked and | started not breath- 
ing! | got really excited about how they 
were using the Joy-Con functionality. 
Nintendo Labo will be a sales 
success. I think that it will actually be a 
system seller for kids and for parents of 
kids! - DUNCAN WOOD 
Health Advisory: Always remember 
to take slow, steady breaths when 
viewing hype-inducing Nintendo 
product announcement trailers! 


My initial reaction to the Nintendo Labo 
reveal was one of awe toward the engi- 
neers who designed it. To figure out the 
blueprints needed to make these 
peripherals takes a lot of work, espe- 
cially for getting a nice looking design. 

I'm a little concerned over the poten- 
tial for success of these peripherals 
since Nintendo is very much, "Here's 
something nobody asked for!", but a lot 
of my friends are pretty excited for it so 
I hope it'll do well in the mass market. 
It’s LEGOs, but for video games, and 
who doesn't love both? — PATRICK 
CHIN CHEONG 


| can see the appeal that Nintendo Labo 
could potentially have, especially when | 
though how awesome a Nintendo Labo 
Drone could be! Keeping this in mind I 
think it may be a success — but just for a 
season, much like LEGO Dimensions. 

— BECKY McDOUGALL 


A Nintendo Labo Bug-Catching Net! 
Since Nintendo is a Japanese company, 


and catching beetles/bugs is a popular thing to do in 
the summer, I feel it's an eventuality they'd have it. 
When | lived in Japan I took part in a bug-catching 
competition and it was slam-packed with people! 

— PHILIP COWGILL 


My idea would be for the Labo would be a Labo 
Zapper with games like a shooting gallery, Duck 
Hunt and quick draw with both multiplayer and 
single-player. — JOSHUA BLOEDEL 

Welp, now I’ve got to make myself some card- 
board ducks to hang on my walls. 


| think it would be pretty cool if they did a racing 
game for it. Not like the motorcycle one, but like a 
racing game with obstacles with a steering wheel 
and a brake and other car-related things. That would 
be cool, right?! - SAM GUNTHER 

I think this one's а safe bet, Sam! 


We never did get that golf game that used the 
GamePad and Wiimote from that first pitch reel of 
the Wii U. Maybe Wii Sports 4/Switch Sports will be 
Toy-Con 4: Sports Kit and we can make cardboard 
golf clubs that can take the weight and speed of 
your swing into account for the most realistic golf 


THE 


MIRACLE 


When I watched the Nintendo Labo trailer for the first time I instantly fell in love with the idea. 
| understood exactly what it was and who it was for: everyone! And at once, memories came 
flooding back. As a 6-year-old, two of my favorite cartoons were Dexter's Laboratory and The 
Adventures of Jimmy Neutron: Boy Genius. There was something special about how both 
Dexter and Jimmy would go down to their laboratories to concoct a new invention that would 
either create or negate any trouble occurring in their world. Watching both boy geniuses 

build their creations would inspire me to isolate myself in my room with a bag full of LEGOs 
and pretend | was a boy genius in a lab concealed from adults. This was never enough, 
however, as | felt limited with LEGOs being my only tools to make gadgets. But Nintendo has 
given me the opportunity 16 years later to make up for my lacking equipment! Now, as a 


22-year-old, | will with unashamed gusto sequester myself in my room, no, my lab to build some 


Toy-Cons with my own two hands and relive my childhood aspirations of being a boy genius. 


Thank you, Nintendo! 
We can't wait to see what you come up with, Jonathan! In fact, that goes for all our readers: 


— JONATHAN CONTRERAS 


If you create a great custom Labo Toy-Con, take pictures of it and send them to us! 
We'll feature them in a future NF issue! 


simulation this side of Happy Gilmore (Bob Barker 
not included). - ZACHARY CZARNECKI 
I'd buy it, but only if the price is right. 


My first inclination for my own Toy-Cons would 
center around musical instruments. A full realization 
of Wii Music, perhaps!? Everything from bongo 
drums to violins could use motion and reverberation 
to give you the feeling of actually playing something! 
Make it simple enough to give it that sense without 
overwhelming you, while also giving you a deeper 
experience like a traditional rhythm game, and you 
have the next winning Labo set! - MATT MASON 


I'd like to see some Labo products that bridge the 
gap between Nintendo's franchises. Maybe some 
kind of Mario-themed Question Block type setup, or 
a section of a Metroid level that you can control 
Samus in via manipulating the cardboard bits. 

— JASON HUNT 


The Labo will fail. Pianos and Nintendo have had a 
rocky relationship. I.E. Nintendo's Miracle Piano 
Teaching System. — TALON 

No way! The Miracle Piano rocked! (Did anyone 
out there actually learn to play piano with this?) 


Диета 


PIANO TEACHTI 
^ 


DON'T ANGER 


THE OX 


The Ice Climbers have never gotten a follow-up 
game like Kid Icarus did, and | was wondering, 
what would you think a modern day Ice Climbers 
game would look like? - RYAN BLACK 

Donkey Kong. 

More specifically, I’ve long advocated for 
an Ice Climber remake that takes its cues 
from Donkey Kong for the Game Boy, a.k.a. 
Donkey Kong '94. It's not like they're making 
any new Donkey Kong games in that style any 
more anyway, so at least this would both 
revive an old franchise that's long overdue 
and hopefully fill that niche of gameplay style 
I’ve long been craving. 

After that, well, | wouldn't say no to an 
"Ice Climber Country" of some sort that 
expands their world a bit following on their 
Super Smash Bros. appearances. 
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In advance of the official Nintendo Labo launch on April 20, the company 
held a pair of preview events to give a select few kids an early hands-on 
experience. Judging from the size of these smiles, Labo's already a hit! 
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WE PLAY DISCOVER 


THE PLAYER'S POLL 


Congratulations to Joshua Bloedel, the winner of last issue's Player's Poll! 
Your new chance to win is below, and this time around we're interested to know your 
thoughts on a few questions about Capcom's Blue Bomber, Mega Man! 


First up, how familiar are you 
with the original Mega Man? 
It's been several years since 
his last adventure. Especially 
if you're a younger Nintendo 
fan: Do you know who Mega 
Man is and what he does? 


This question requires some 
familiarity with Mega Man. 
What is your all-time favorite 
Mega Man game, and why? 
It could be from the Classic 
series or any of the other 
Mega brands that came after. 


Let's hear your best ideas for 
new Robot Masters for Mega 
Man to face! What would your 
most diabolical boss be 
named? What powers would 
he or she have? What would 
their stage be like? 


Send your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #33" - this time, one reader whose answers are picked for 
print will win a copy of the upcoming Mega Man 11 on Switch! 


AT LAST, SMASH IS REVEALED! 


The announcement we've been waiting for finally happened! Super Smash Bros. is confirmed for the Switch! 


ALWAYS STAY TUNED for Nintendo’s 
"just one more thing." 

The Big N's built a bit of a trend 
with making it seem like one of their 
Nintendo Direct video presentations is 
coming to a close, but then tossing in 
some final piece of news or one last 
game announcement right at the end 
before the broadcast cuts off. And so it 
was that tagged onto the tail end of 
the March 8, 2018 Nintendo Direct was 
the reveal that we've been waiting for! 
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An all-new Super Smash Bros. is 
finally, officially confirmed to be 
coming to the Nintendo Switch! 

It's no real surprise, of course. 
Smash is one of Nintendo's flagship 
franchises and it's appeared on every 
one of the company's consoles since 
the N64. So a Switch Smash was never 
a question of if, but when. 

That answer's been provided as 
well: 2018! The new game has been 
promised to arrive before the end of 


this calendar year. Perhaps even well 
before the end of the year, as the 
launch of the paid Nintendo Switch 
Online service is set for September, 
and a new Super Smash Bros. could be 
just the game to convince people to 
commit to a recurring fee to access 
online play. 

| keep saying it's a new game here, 
but we admittedly don't know yet just 
how new it's going to be. For the 
longest time — and as recently as in 
our last issue — we've wondered aloud 
whether Super Smash Bros. for Wii U 
would provide the foundation for the 


series' Switch installment, making it 
mostly a port of the last-gen edition. 
As time has gone on, though, it's 
begun to seem less and less likely that 
the Switch Smash will be a port and 
more feasible that it's brand-new. 

As "brand-new" as Smash gets from 
one game to the next, at least. It will 
surely offer the same tried-and-true 
gameplay experience of Nintendo 
icons battling for dominance and 
trying to send each other flying off the 
side of the screen. Only now, that 
screen will be both portable and TV- 
ready! Smash on Switch!!! — LUCAS 


The timetable is totally turned upside-down this time 
around. For the past couple of Smash sequels, we've had 
looooong stretches of time to wait between announcement 
and final release — months and even years of time to sit 
around and speculate about which new characters will make 
the cut as new fighters, how old characters might be altered 
or improved . . . but now? A reveal on March 8 and a release 
date before the end of 2018 means hardly any time to play 
the guessing game! Gotta move fast! - LUCAS 


SURF THROUGH TURF 


INKLING 


WE MAY NOT have much time to specu- 
late about the all-new Smash on Switch 
before all of its secrets are revealed to us, 
but we do have some! First and foremost, 
we've got to consider the Inklings. The 
reveal trailer that unveiled the new Smash 
to the world masqueraded as a Splatoon 
promo for its first few moments, showing 
the original Splatoon 1 Inkling Girl and Boy 
locked in a one-on-one Turf War against 
one another, laying down orange and blue 
ink with their Splattershots, diving into 
that gloop in squid form to evade each 
other's shots and even hurling the iconic 
triangular Splat Bombs. That sequence was 
meant to be a callback to the original 
reveal trailer for the first Splatoon from a 
few years ago — but this time it transi- 
tioned into the Inklings' fight being inter- 
rupted by a sudden darkness creeping over 
their ink-splattered battleground. The 
Inkling Girl paused, turned around and saw 
it looming in the sky above her: the Smash 
logo, fully aflame! Clearly, the Inklings have 
been honored by being selected as the first 
fresh faces to become fighters in the new 
Smash. And with that, the actions they 
were shown taking only moments before 
gain new importance, almost assuredly 
hinting at different aspects of the squid 
kids’ moveset as Smash combatants. It’s 
likely that the Inklings will be distance- 
focused fighters, firing out ink blasts from 
their standard Splattershot as their main 
attack. The Splat Bomb, too, should factor 
in as a slower, heavier ink-based assault. 
But the question then becomes, how will all 
that ink be handled in the context of Smash 
Bros.? The Inklings will surely be able to 
lay down paths of inks and then dive into 
them in squid form to evade enemy attacks 
— but will the ink they splash around the 
stage remain there for the remainder of 
the match? Or would it stay on the ground 
only temporarily, fading away after a few 
seconds have gone by? And how about the 
ink’s interaction with other characters — 
will enemy fighters have their movement 
slowed if they try to slosh through it to 
close the gap and attack the Inkling who 
painted the path? Surely an Inkling who 
goes on a turf-claiming rampage and 
covers every surface in an arena in their 
own color of ink would be too powerful to 
deal with as a Smasher, so Masahiro 
Sakurai and his team must surely be 
coming up with creative ways to keep their 
abilities balanced while still staying true to 
the source material of the Splatoon games. 
We didn’t see any other actions in the first 
trailer, but other iconic moves like the 
Squid Jump will surely make the cut. And 
seeing both the Inkling Girl and Boy in 
action probably means each of the Inkling’s 
different "colors" will be a totally different 
character/outfit, just like the Villager. 


THE HERO OF THE WILD 


CHAMPION LINK 


NEXT UP, ANOTHER all-new character! 
Yes, The Legend of Zelda’s Link has been а 
headliner of every Smash game, but the 
debut trailer for the new Switch Smash 
purposefully gave us a close-up of him this 
time to confirm that this is not the same 
Link we've seen before. It's Champion Link, 
the hero of The Legend of Zelda: Breath of 
the Wild! And anyone who's played that 
most spectacular Switch launch title knows 
that this Link is nothing like the Links of 
the past. It would be disingenuous for 
Sakurai to use this Link but give him the 
same moveset the old Links have always 
had, because Champion Link never touched 
a Hookshot in his adventure (for one) and 
there's just so much potential for new 
moves inspired by the newest game! First 
up, the Paraglider. It's such a critical item 
in Breath of the Wild, letting you leap off 
mountain peaks and towers of any height 
and sail slowly and safely to the ground 
below. Being able to pull it out when you've 
been smashed off the side of a Smash 
stage and slowly cruise back to solid 
ground just makes too much sense! And 
how about a reliable setup to get into the 
air in the first place? The old Up B Special 
of a spinning sword attack could be 
swapped out for Revali's Gale, giving Link a 
straight-up vertical ascent attack and an 
updraft to ride with the Paraglider once 
airborne. Another Champion ability, 
Daruk's Protection, could translate into 
Smash well as a counter move, and 
Urbosa's Fury might work as a charge-up 
attack — though being able to recover 
health with Mipha's Grace might be a little 
too cheap for a fighting game. That's just 
the Champion powers, though! The latest 
Link also has access to the multi-functional 
Sheikah Slate in Breath of the Wild, and its 
abilities could turn into Smash techniques 
easily as well. Can you picture freezing an 
enemy fighter in time with Stasis, then 
running up to him or her to score free 
sword strikes for a few seconds? How 
about Magnesis and its mystical object- 
grabbing tether replacing the Hookshot as 
a way for Link to reach out for a ledge? 
Cryonis and its power to generate a pillar 
of ice on the spot might not seem too 
useful in the context of Smash, but Sonic’s 
got the power to create a springboard right 
under his feet, so if it worked like that and 
gave Link an instant platform any time he 
needed one, it could be powerful. And 
Bombs? He's always had those, but being 
able to trigger remote detonation could be 
something new and useful! Really, there 
are so many different elements of Breath 
of the Wild that could be incorporated in 
this all-new Link that they might have to 
split the ideas up and give half of them to a 
new Breath of the Wild Princess Zelda too! 
I'll start crossing my fingers now! 


WILL CAPPY COME TO PLAY? 


MARIO 


LASTLY, LET'S TALK about everyone's 
favorite mustached man. The brief debut 
trailer for this new Smash sequel let us 
catch a glimpse of several different 
fighters being silhouetted by the flames of 
the giant Smash logo behind them, and it 
was easy to pick out series mainstays like 
Bowser and Donkey Kong. Besides 
Champion Link, though, the camera only 
moved in for a close-up on one other 
mascot: our main man Mario. Now, that's 
probably because no two characters are 
more associated with Nintendo and Smash 
Bros. than Mario and Link, but it's still got 
many of us wondering what might be new 
and different about the Mushroom 
Kingdom hero this time around. Mario's 
Smash moveset has always been a blend of 
references to several of his past adven- 
tures. His Side B Special is his yellow Cape 
from Super Mario World, used to reflect 
projectiles in this series rather than letting 
him fly as it did in its first appearance. His 
Down B Special is F.L.U.D.D., the water- 
filled backpack from Super Mario Sunshine 
that works as a non-damaging shoving 
assault in Smash. In that tradition, tons of 
Super Mario Odyssey fans are now wonder- 
ing whether our new friend Cappy will 
make it into a revised Mario moveset for 
this new Smash! Cappy's assistance is 
invaluable in Odyssey, in a couple of ways: 
He helps Mario be much more mobile by 
working to extend our hero's jumps and 
even serving as an extra springy platform 
when needed, and he also lets Mario 
possess enemy characters to totally trans- 
form himself and his abilities. That captur- 
ing mechanic seems like it would be too 
overpowered if brought into Smash — can 
you imagine tossing Cappy on an enemy's 
head to become them, then taking control 
of their body and just walking off the edge 
of the stage? Maybe Sakurai could make it 
work, but | have some pretty massive 
doubts about that. So I'd say that if Cappy 
does join the fray, it would be in his other 
capacity of making Mario more mobile. You 
could send Cappy spinning out in front of 
Mario just like the common Cap Throw 
move from Odyssey, and then even have 
the power to keep the attack button held 
down to keep him spinning in place. 
Running toward him as Mario would give 
you a boosted jump up into the air, or you 
could just leave him in position to serve as 
an obstacle that would damage any foe 
who touched our googly-eyed friend. It 
might not be as flashy of a change as the 
total overhaul of Link we're predicting, but 
Mario's forever and always going to be the 
well-rounded beginner character of this 
franchise, so he doesn't need much wild 
pizzazz. (If you want a wild idea, though, 
how about letting Mario transform into the 
Odyssey T-Rex as a new Final Smash?) 
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COLLECTORS CORNER 
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= Е чә - 
| ІОСКА | АСК ОЕ | IKMIN | LUSI | So huggable! 
SAN-EI’S PLUSHES ARE the best in the business if you ask me, and no matter Pikmin have not yet been seen in a San-ei line, and they officially complete all of 
how many times they release their Pikmin line of plushes it seems to sell out. This the known Pikmin types in plush form (provided you've bought at least one apiece 
latest set is all-new though, as you can see details on each character that weren't of their White and Purple Pikmins previously). The whole set arrives in April in 
there in previous plushes. A Bulborb, as well as Red, Yellow and Blue Pikmin, have Japan, but most of San-ei's offerings have been distributed by Three British Trade 
been made in previous sets but are brand-new patterns. The Rock Pikmin and Pink or Little Buddy in previous years. Still no Alph, Brittany or Charlie though... 


... THEN CAP IT OFF! 
Also newly plushified: Cappy’s real form! 


MAYBE IT’S JUST me, but whenever | play a new Mario 
game, I’m looking to see what will be made into merchan- 
dise first. Ghost Cappy was an obvious choice, seeing as 
how he’s the second main character and also playable. In 
fact, he’s responsible for the whole new playstyle! This 
beautiful plush from San-ei released alongside yet 
another Mario cap Cappy in February, but only in Japan. 
Chances are we’ll see a set imported soon for those that 
may not have snagged one. Now I just need a captured 
Moe-Eye plush! 


A NEW Гоок FOR AN OLD FRIEND 
Roll dons her Mega Man 11 gear for a new Nendoroid! 


THE GOOD SMILE COMPANY has released the information for their Nendoroid for Roll, Mega Man’s 
sister. She’s based on the new designs incoming from Mega Man 11 and the series’ 30th anniversary. 
While the design doesn’t differ greatly from recent iterations, it is a departure from her earliest look — 
her bow has changed, she has shorter sleeves and her shoes aren’t boots anymore. Roll has three face- 
plates that include happy, proud and upset expressions. She also comes with an E Tank, a cleaning tool 
and Mega Man's faithful pooch Rush, who is also featuring his updated Mega Man 11 design. August is 
the Japanese release date, but I’ve noticed that a number of shops have been stocking these figures in 
1 0 7 = the U.S., including Barnes & Noble and even Target, so don’t worry if you missed the pre-orders. With 
1550: the cost of shipping from Japan, it's probably better to wait! 


Collector's Corner is compiled by Brett Martin, the world record holder 


for the largest collection of video game memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com 


AN INKOPOLIS SQUARE SHOPPING SPREE! 


Make sure your Inkling stays fresh with tons of accessories. 


PICTURED HERE IS just some of the swappable gear available to adorn a set of Inkling figures 
in Japan made to celebrate the series’ focus on fashion! Following up a Splatoon 1 set is a new 
Splatoon 2 wardrobe. Both sets include eight shirts, four headgear pieces and eight pairs of 
shoes. All of the fashion is straight out of the games and feature the squid brands we've come to 
know and love. | love that they came out with a second set to capture the alternate "hairstyles" 
(tentacle styles?) of the Switch sequel! The sets also include a stand to display the clothes your 
squid kid isn't wearing. The weird part is that Bandai is making these — and they've also made 
some Splatoon miniature weapon sets, but those aren't compatible with these fashion figures! 


MAX FACTORY x MASAKI APSY 


ACTION FIGURE SERIES. 


Eo 


ЅНЕЅ A KID Now, SHE’s A Fic Now! 
Inkling Girl earns the honor of becoming figma #400! 


GOOD SMILE COMPANY is always at Wonder Festival and it’s always a booth people rush to 
in order to glimpse the latest prototypes from the well-known toymaker. This year they had an 
Inkling Girl figma on display. A card showed plans for the figure, including a deluxe edition that 
includes pieces to make the squid kid a bit fresher by exhibiting her look from Splatoon 2. The 
regular edition will come with the signature Splattershot and ink tank, and it appears the deluxe 
may come with the Splat Dualies, but it was just a promotional image. The figma will have its 
trademark articulation, so getting the various promo art poses down should not be a problem. 
Faceplates and possibly other accessories will likely show up once Good Smile starts pre-orders. 
After all, these are some of the most customizable characters in Nintendo history! 


сати о: 
ОРОАТЕ 


NINTENDO HAS REDUCED amiibo news to a slow trickle, 
revealing only one new amiibo in their big Direct in March. | do 
bet that there are a lot of people happy to see Dark Souls arrive 
on a Nintendo platform, and perhaps even more are thrilled to get 
an affordable Solaire figure to adorn their desktop. 

That's right, Solaire of Astora, the sun-loving knight from Dark 
Souls, is getting his own amiibo! The jolly figure allows your 
warrior to perform the "praise the sun" emote in-game upon 
tapping it on a Switch controller's NFC reader. He'll launch on the 
same day as Dark Souls: Remastered, though, sadly, the game's 
been delayed to "Summer 2018" from its planned May 25 date. 

But this sun-worshiping fellow has a dark side: He's a limited 
GameStop exclusive that has already sold out. (He also procured a 
higher cost than most amiibo at retail, with a $16 price tag.) 
Hopefully more stock will come through and save the day close to 
the launch of the game, but some are already hoping for a restock 
much farther down the road. 

Also still coming down the pipeline are Splatoon 2’s darlings, 
Pearl and Marina. Shipping in a two-pack on July 13, the Inkopolis 
newscasters and "Off the Hook" band members look great on their 
amiibo stands. It remains to be seen what functionality they'll 
have in the game, but we're always happy to see fresh faces! 
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The last great toy store chain is closing down. 


AFTER 70 YEARS of toys and games, 
the American staple Toys Я Us is 
shutting its doors. As you're reading 
this, your local Toys Я Us is likely in its 
death throes. You might be able to 
find some sales and discounts as they 
clear out stock, but we're looking at a 
world without the venerable store and 
its iconic giraffe. 

The news of all this came in on 
March 15, when the company 
announced that they would be selling 
off and/or closing all united States 
Toys Я Us stores. It followed a long, 
sad decline of the chain that involved 
a depreciation of the specialty box 
store and a leveraged buyout that 
spelled doom over the past decade. 

But let's try to have a little fun here 
— it's what Geoffrey would have 
wanted. The classic character started 
off as a doctor, named Dr. G. Raffe. He 


knew what your kids wanted. (I guess 
because he was a doctor?) In the '80s, 
Geoffrey had a family and drove 
around in a car that ran on potato 
chips. Sometime in the ’90s, he left his 
family behind and seemingly had a 
midlife crisis. 

The future of the toy store in 
America is murky in the wake of Toys 
Я Us’ closure. Target and Walmart will 
likely be the best place to look for toys 
from now on. Rumors regarding a 
return of the retailer (that Toys 8 Us 
helped drive out of business years 
ago) KB Toys have surfaced recently as 
well. But if you're looking for a place 
where a kid can be a kid, it might be 
tough out there. 

So go out and pay your respects to 
Toys Я Us while you can. Who knows 


how long the liquidation process will 
go? It appears that it might take a 
while, as the company has a lot of 
product to unload and, at least for 
now, no word of any serious buyer has 
emerged. 

If there's any takeaway to be made 
from all of this, it's that capitalism can 
be depressing, and if you really enjoy 


a store, vote with your dollar. Due to 
the debt that Toys Я Us accumulated, 
there's likely nothing that could have 
been done to save it, but supporting 
future shops that you like will contrib- 
ute to them never being in the 
position Toys A Us was in years ago 
where they had to agree to be bought 
out to stay alive. — NEAL 


l'm coming from a weird place with this 


since | worked on Toys Я Us ads for a year 


around the 2DS, Disney Infinity and 


PlayStation 4 launches. It was a company 


with a great history, but sadly it slowly 


collapsed in on itself after some bad luck 


and poor decisions. A lot of wonderful 
people are losing their jobs, and that's 
probably the worst part. — NEAL 


Great! 
... but, but | don't 
wanna grow up! 


After all these ies 


Рип still a Toys Я Us kid! 
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GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


& DLC! 


Upcoming add-on content. 


THOUGH PRINT COPIES will by necessity roll into your mail- 
boxes a little while after the fact, we're publishing this edition of 
NF digitally day-and-date with the Nintendo Labo launch on 
April 20, 2018. Retail stores will begin to sell both the $69.99 
Variety Kit and the $79.99 Robot Kit on that day, and we've 
assembled a full Nintendo Labo Launch Guide for you to take a 
look at every Toy-Con you'll find inside both! Flip to Page 39! 


TWO WEEKS LATER, the next wave of ports from 
past platforms that we reported on in our last issue 
will begin to arrive. Donkey Kong Country: Tropical 
Freeze makes the leap from Wii U to Nintendo 
Switch on May 4, bringing with it enhanced visuals 
and an all-new mode in which surfer dude Funky 
Kong becomes the primary ape. Review next time! 


м AND THEN TWO weeks after that, Nintendo assumes you'll be 
| 1 finished defrosting Donkey Kong's frozen home island and you'll 
Г then be ready to dive back in for a third helping of Hyrule 
Warriors. This game first appeared on Wii U and then also hit 
\ {һе 305 as Hyrule Warriors Legends, but the new Definitive 


Edition on Nintendo Switch on May 18 promises to be the best 
of both those worlds, and then some! Review also next time! 


DEFINITIVE EDITION 


BREAKING UP THE month of May and its onrush 
of ports to the Switch is this fresh, totally original 
new adventure hitting the 3DS eShop! Dillon the 
rolling cowboy armadillo is back for a third battle 
against the villainous living rock monsters called 
the Grocks. Dead-Heat Breakers is a little different 


than his first two games, though! See Page 16. 
WHEN WE PLACED the new Street Fighter 30th Anniversary 
Collection on the cover of our 32nd edition, Capcom had not yet 
confirmed exactly when it would hit the Switch beyond just 
"Spring 2018." Now we know that its launch date will be May 29! 


а 
Y: 3 Since we went so in-depth with this one last time, I'll refer you 
DOAN NIVERSARY ОЕ М back to that issue for more — then please look forward to our 


full evaluation of this 12-in-1 port package in NF #34! 


FINALLY, THIS 3DS puzzler has been sliding way 
under the radar since its reveal at last year's E3, 
and we haven't talked about it since Issue #28! At 
the time, we wondered whether it was meant to be 
an eShop exclusive or a retail release. Well, not 
only is it coming to retail, but it's also going to hit 
the Switch as well! June 8 will be the big sushi day! 


The lineup here 5 looking about the same as last time, seeing as how we're 
coming out of the slowest release months of the year. The ports dropping 
throughout the month of May will start getting the pace picked back up 
again, though, and June, July and August should all be packed with plenty 
of great new games as well! (And E3 happens again in June!) — LUCAS 


WAIT A MINUTE...isthat a boy Octoling? And why 
does he look ready to mix it up in a normal Turf War? 
There must be some mistake, since Octolings have 
always been girls and always stayed confined to the 
single-player portion of Splatoon and its sequel. But I 
suppose if Splatoon 2 were to add some serious DLC, it 
could be possible . . . (Turn the page to find out!) 
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AN UNPRECEDENTED EXPANSION! 


Awhole new story arrives with the massive Splatoon 2: Octo Expansion! 


SPLATOON 2 IS a better game than 
its predecessor in just about every 
way — except for its single-player 
campaign. In the first game's solo 
mode everything from the bosses, 
level design, music and even the 
secret lore felt smart and fresh. In the 
follow-up, things are more of a mixed 
bag. Sometimes it's as good, if not 
better than the original, while at other 
times it's a little dull, consisting of 
recycled content and purely 
surface-level charms. 


It looks like Splatoon 2's creative 
team is taking a chance to rectify 
those issues with an all-new DLC 
package! According to Jordan Amaro, 
proud member of the Splatoon 2 
development team and real-life Squid 
Lab Researcher, the aptly named Octo 
Expansion serves as a true "evolution" 


of Splatoon's single-player experience. 


This time around you play as the 
enigmatic Agent 8, an amnesiac 
Octoling alone in a strange under- 
world train system that connects to 
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never-before-seen neighborhoods in 
Octo Valley. From the looks of the 
teaser trailer, this mysterious new 
hero may have been experimented on 
in some sort of laboratory (assuming 
she wasn't born there from the start). 
That's just the first of the questions 
to be asked about this short but 
thought-provoking video. Most of its 
run time consists solely of Agent 8 
walking through a subway station and 
onto a stationary train car, but there's 
still plenty to ponder here. Why does 


she wear glowing yellow hospital 
bands on her arm and leg? Who are 
the seven blue-tinted Octolings that 
suddenly appear behind her on her 
stroll? Who are the strange new NPCs 
she passes by, and what are those 
giant GameCubes and Ring Pops doing 
floating around in the battle stages? 
Splatoon has always been willing to do 
things its own way, but this is the most 
the series has ever done to fuse 
creepy with kooky. 

These surreal, dreamlike surprises 
are balanced against the return of a 
few friendly and familiar faces. First 
there's Cap'n Cuttlefish in his new 
Beastie Boys-style track suit, but that's 
just a warmup for the "B.1.G.-EST 


SHA-KUR" of the whole announcement 
— Pearl and Marina cosplaying as The 
Notorious B.I.G. and Tupac Shakur, the 
legendary rappers and living embodi- 
ments of the East Coast Vs. West Coast 
Hip-Hop feud of the 1990s! The 
Splatoon series has always had a 
strong '90s feel to it, but this takes 
things to a whole other level. We can 
only hope that Marina and Pearl can 
successfully squash the longstanding 
beef between the Octarians and the 
Inklings in a way that's more peaceful 
than Pac and Biggie's tragic stories. 
Speaking of Hip-Hop, the trailer 
also features something that sounds 
like Inkling rap. It's entirely performed 
in Inkling-speak, but it sure sounds a 
lot like they're rhyming the English 
words "crusty" with "thrusty" over and 
over again. Things round out with a 
glimpse of a new boss, some battles 
with your blue rivals and a new in- 
game map system. And what's the 
deal with the random payphone that 
Agent 8 dashes to answer? Is that a 
call back to the Matrix? I told you that 
the '90s vibe was all over this thing. 
While we don't know much else 
about the story hiding behind this new 
adventure, we do know that it will 
contain 80 new stages, and will end 
with Agent 8 making it to the surface 
of Inkopolis. After her arrival, players 


= 
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will have the option to play as their 
own custom Octoling in online modes! 
(Including Octoling boys, if you prefer.) 
The cost for all this new content 
will be $20, putting it on par with the 
cost of Breath of the Wild’s DLC season 
pass. Those who pre-order now are in 
for some instant gratification in the 
form of some new Octo-themed duds 
that you can use right away. If that 
price tag still seems a little steep, not 
to worry! Splatoon 2 will be getting 
more free updates early this year that 
will be accessible even if you don't 
spring for the Octo Expansion, includ- 
ing some new stages, 100 pieces of 
new gear, the ability to go from multi- 
player Rank S+ to the all-new Rank X 
and the option to unlock Callie in Octo 
Canyon if you reach certain criteria. 
Fun fact: the word "Splatoon" is 
rarely used in the actual games. The 
only time it's mentioned is in refer- 
ence to the Squidbeak Splatoon, a 
group of military Inklings who fought 
the Octarians in the Great Turf War, a 
battle that would change both cultures 
forever. Will this new clash between 
the good Cap'n's modern Squidbeak 
Splatoon and an unknown force of 
Octo kids hold equally significant his- 
torical ramifications? We'll find out 
when the Splatoon 2 Octo Expansion 
drops this Summer! — JONATHAN 
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UNDERTALE 


FILLED WITH DETERMINATION 


You're going to have a good time when you play 


THERE WAS A brief blackout during this 
past March's Nintendo Direct, but it was for a 
good reason: the Internet's favorite wise- 
cracking skeleton brothers, Sans and 
Papyrus, were on hand to introduce 
Undertale, which will be coming to the 
Nintendo Switch . . . eventually. (We hope this 
means sometime in 2018.) First released on 
Steam in 2015, it's mainly the work of solo 
programmer Toby Fox, who was responsible 
for the game's battle system, music and most 
of the art design. 

We last wrote about Undertale in Issue 
#20, after a brief Twitter conversation 
between Fox and a Nintendo employee led 
fans to believe a port was on its way to Wii U. 
However, those plans did not come to fruition 
due to compatibility issues — the Wii U was 
incompatible with Game Maker, the engine 
Undertale was built with. However, YoYo 
Games, which publishes Game Maker, 
announced that the Switch would become 
one of the supported platforms for Game 
Maker 2 later in 2018. Making Undertale 
possible on Nintendo now! 

In undertale, you play as a human child 
who has accidentally fallen down a deep pit 
on Mt. Ebott, said to be a cursed mountain — 
no one who has gone to climb it ever returns. 
Sealed inside of Mt. Ebott is a kingdom of 
monsters, banished there after their forces 
were vanquished by humans during a great 
war long ago. The child is initially taken in by 
the kindly "Goat Mom" Toriel, but later 
journeys deeper and deeper into the caverns 
to discover a way home — and the reason why 
humans are so feared. There are monsters 
almost everywhere you look, from the kindly 
creatures hanging out at Grillby's pub to the 
more hostile ones lying in wait to attack you 
— everything from your average creepy 
crawlies to the easily flustered living aircraft, 
Tsunderplane. 
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on Switch! 


Turning the conventions of fighting 
monsters and leveling up on their head, 
Undertale encourages you to talk to your foes 
and make friends with them, even when 
they're hurling spears in your direction or 
bombarding you with quiz show questions! Of 
course, you can still attack and defeat them if 
you really want to, by pressing the attack 
button with the right timing as your cursor 
swings on a color-coded meter. The highlight 
of the battles is the dodging sequences, 
where you, represented as a little heart, must 
maneuver your way around projectiles, 
energy waves and even annoying little dogs 
that are out to get you between rounds. 

Lots of influences from JRPGs and other 
popular games went into the development of 
undertale, such as the original Shin Megami 
Tensei for Super Famicom, the Touhou Project 
franchise, the Mario & Luigi series and 
EarthBound, which many players compare 
undertale's style and comedic tone to. 
(Undertale even has its own answer to Mr. 
Saturn: Temmie, a creature that looks like a 
cat wearing a blue turtleneck and wig.) 
Despite its simple looks and quirky humor, 
Undertale’s secrets run deep — you'll need 
multiple playthroughs to learn the whole 
story, and if you don't know the meaning of 
the terms "Pacifist Run" and "Genocide Run," 
don't look them up now — play the game first. 
I'm warning you. 

It's not yet known whether Undertale will 
be an eShop exclusive or have a physical 
edition. Fangamer sells physical editions of 
undertale for the PC, PS4 and PS Vita, so it 
seems possible. With the trend of popular 
digital-only titles getting physical releases, 
however, the hope that we'll soon see a 
plastic case with the Nintendo Switch logo 
and a single red heart in the middle of a 
solid black cover fills us with deter- 
mination! - REBECCA 


THE RED FLASH RETURNS 

rolls out! 
AS NINTENDO FORGES ahead to new frontiers with the 
Switch, one can only wonder what might become of some of the 
characters who were introduced to the world under the stylus of 
the Nintendo DS and Nintendo 3DS systems. Fortunately for 
Dillon, he doesn’t have to worry about making any great leaps of 
that sort just yet, as he has a brand-new adventure on the way to 
the 3DS/2DS family this May in Dillon's Dead-Heat Breakers. 

Dead-Heat Breakers' relation to the two previous games in the 
series remains up in the air, as the Wild West frontier landscapes 
Dillon and Russ rolled across have now given way to a post-apoca- 
lyptic city ravaged by a cataclysm that took place some 80 years 
ago. But whereas Dillon started out with Russ and took on the 
help of some hired gunslingers before, this time he has someone 
new to help him: Me! Er, Mii! (Your Mii, to be precise.) 

Players will have the opportunity to transform their Mii into 
one of 10 animals that will help the Red Flash defend the villages 
on the outskirts of the city from the Grocks seeking to snatch up 
any innocent livestock they find. In addition to upgrading both 
Dillon and yourself for the task at hand (it looks like he gets some 
new engines to help turbo-charge his rolling attack), you'll also be 
able to hire on additional firepower from a pool of over 60 
gunners to help keep the 30-plus enemy types you'll encounter 
from breaching your defenses. 

By pulling together, perhaps you, Dillon and Russ can find out 
what's behind the mysterious ship that unleashed this army of 
supercharged monsters to begin with. Dillon's Dead-Heat 
Breakers won't be released until May 24, but a free demo is 
coming to the Nintendo eShop on May 10! - DAVID 
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MARK OF THE WOLF 


Amaterasu scores another encore with Okami HD. 


FEW GAMES ARE as beautiful as Okami. Hideki Kamiya’s triumph of sight and 
sound is a gorgeous tour through Japanese folklore starring the Shinto sun 
goddess Amaterasu in the form of a wolf. The tale begins long ago, when a 
swordsman named Nagi teamed up with the wolf Shiranui to defeat the eight- 
headed demon Orochi. The foul beast was sealed within Nagi's sword, but 100 
years later, the sword is disturbed and Orochi — not to mention a horde of malev- 
olent spirits — returns to terrorize humanity. In this time of distress Amaterasu 
returns, and with the help of the inch-high artist Issun, sets out to save Nippon. 

What sets Okami apart is the Celestial Brush, the source of Ammy's power. At 
any time you can convert the current scene into a canvas, painting shapes to 
perform miracles. Draw circles around trees and watch them bloom, restore 
broken bridges by filling the gaps with ink and even create devastating bombs out 
of thin air! If you're an especially good explorer, you might even discover some 
hidden brush techniques along the way. 

Speaking of exploration, there's a lot of it! Nippon has a huge range of colorful 
locales. Each area is lovingly rendered in an art style inspired by sumi-e ink 
washes, accompanied by melodies based on traditional Japanese music. Almost 
every nook and cranny has a reward for you, so go ahead and climb every 
mountain and peek behind every waterfall. 

Okami is a who's who of Japanese mythology, so you might recognize a few of 
the names. These aren't simple retellings of old fables, however; stories are often 
reimagined, mashed up and given fun twists. Even the smallest village is packed 
with charming characters who are so entertaining, you'll find yourself wanting to 
help everyone. No matter where your journey takes you, you can assist anyone in 
need, from saving humans in danger to feeding hungry wild animals. It's a good 
thing too, because Ammy gains strength from the happiness of others! 

However, there's one concern regarding Okami's Switch release. Will this 
version finally restore the song "Reset" as the credits theme, or will Capcom 
replace the song (or even cut the credits entirely!) as they have for every re-re- 
lease of the game? Cutting "Reset" might be a dealbreaker for fans, but if you're 
OK with it then you'll definitely want to add this game to your library. - LINDSEY 


GHOST IN THE MACHINE 


Enter the digital world in Travis Strikes Again: No More Heroes. 


THIS SPIN-OFF PLAYS pretty differently from the prior entries in the series, 
with frequent use of a 3/4 top-down camera angle, relatively small on-screen 
characters and a heavy emphasis on co-op. If you're a Travis Touchdown fan who's 
afraid that these changes will make for a more shallow game, then rest easy — 
Travis Strikes Again has a lot to it, with both weak and strong attacks, jump and 
roll buttons and all-new character-specific skill moves. Travis can create a vortex, 
roll out a dizzying spinning lariat, force-push opponents with his new Power 
Glove-style mitt or even erect a wall out of pure energy that blocks enemy hordes 
from rushing in. You need to build your special meter before pulling off any of 
these moves, all while also taking time to occasionally stop and charge your beam 
katana with the series' signature "shake it" maneuver. Travis' save toilet is back 
too, now in VR form. 

Suda51, the creator of No More Heroes, told us that arcade classics Smash TV 
and Gauntlet did a lot to inspire the action in Travis Strikes Again. The non-stop 
combat sections are broken up by various genre-themed minigames, ranging from 
a town-building puzzle title to a white-knuckle racer. There are also frequent boss 
fights, like Electro Triple Star, a jar-headed hooligan who attacks with wide beam 
projectiles. They can be jumped over or rolled away from, but only with expert 
timing. The final game will also have optional side paths that really push players 
to the limit, so those hankering for some extra challenge won't be disappointed. 

On top of all that, the game will also have at least two separate narratives, one 
for Travis and another for Badman, his rival and co-op partner. This story will be 
told in the "real world" as Travis and Badman look for more games to play in their 
Death Drive Mk. 2 console. Getting new games unlocks more action levels, moving 
the plot closer to its foreshadowed final battle with Dr. Juvenile, the Death Drive's 
chief developer. There's a lot of writing here, in both the action and adventure 
portions of the game, so if you love Suda's unique take on storytelling then you 
have a lot to look forward to. 

Suda51 wasn't able to confirm yet whether ог not Travis Strikes Again will stay 
in the eShop or get a physical release. Perhaps we'll know by the time we check in 
with the game again in our next issue! — JONATHAN 
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GRAPPLING HOOKS HAVE been 
a staple of innovative game design 
ever since Nathan "Rad" Spencer 
made his debut in the original Bionic 
Commando. Designing a platformer 
where the player can jump at any 
time is an entry level developer's 
exercise. Making a game with grap- 
pling mechanics is a lot tougher, as 
they require both the designer and 
the player to constantly think one 
step ahead of themselves — but that 


extra work can go a long way toward 
adding depth to the experience. 
Flinthook does its best to have it 
both ways, allowing players to jump 
and/or grapple if they want to get 
around. On top of that, the game 
piles on time-slowing tricks, RPG 
elements, randomized maps, 
masocore platformer deathtraps and 
multiple other staples of past 2D 
action classics. This may look like a 
humble little indie adventure on the 
outside, but on the inside, Flinthook 
is a massive, overflowing bag of 
video game booty. While it manages 
all of these different mechanics well 
enough, its tendency to latch onto a 
different game design element every 
few minutes can be a bit jarring until 
you get into the swing of things. 
Captain Flinthook, the game's 
headliner, is an intergalactic ghost 
pirate of the highest order. Flying 
through space in his wood-paneled 
spacecraft armed with an anchor 
cannon on its bow, he makes his way 


to neighboring vessels through force, 


taking on hordes of monsters and 
rival pirates, happily plundering 
wherever he goes. Through his 
adventures, you'll learn that there's 
a greater purpose behind his brash, 
brigadiering ways, though story is 
not the star attraction here. 


As with so many other games 
from Tribute, the art is the most 
spectacular aspect of Flinthook. The 
character design, animation and 
detailed backgrounds are among the 
best I've ever seen. Though the 
graphics are all 2D sprites, the game 
rarely looks retro, sharing more in 
common with a top quality modern 
day cartoon than something from 
the 16-bit era. Just being in the world 
of Flinthook, with its copious cast of 
colorful NPCs, enemies and collect- 
ibles, is a joy unto itself. 

It'S a good thing too, because if 
you're going to get anywhere in 
Flinthook, you'll have to do some 
grinding. While the action is always 
in the jump-and-shoot vein, its 
stages are generated from a random 
set of rooms each time you play. 
Though there was a clear effort 
made to make the game's difficulty 
curve fair and balanced, there's no 
avoiding the strong influence that 
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luck has on each playthrough. As a 
result, some runs are much harder 
than others, and the only way to 
compensate for the occasional 
spikes in difficulty is to gain more 
experience to max out your stats. 

The game's time-slowing 
mechanic is also underutilized. You 
may forget it's even there by the 
time you need it against a tough-as- 
nails boss! These big bads also tend 
to be bullet sponges, testing your 
endurance more than your skill in 
the long run. More often than not, it 
was my willingness to farm for gold 
and EXP, not my personal improve- 
ment as a player, that allowed me to 
get over a boss who had previously 
stopped me in my tracks. 

Thankfully, farming in Flinthook is 
fun. Each world adds new environ- 
mental elements to wrangle and 
there are tons of secrets to discover, 
so having an excuse to go back into 
the fray to hunt for treasure is never 
a chore. If the time slowing had been 
more seamlessly integrated and the 
learning process more deliberate, 
Flinthook could have been a perfect 
10. As it stands, it's still more than 
worth latching onto. - JONATHAN 


Craft Your Own Arsenal 


YOU CAN NEVER really escape the 
allure of Metal Slug. Even folks who 
haven't played classics like Contra 
recognize SNK's iconic bandana- 
laden sprites, and it continues to live 
on in arcades throughout the world. 
Many studios have attempted to rep- 
licate the style and grace of this 
series for the past two decades and 
change, and although Tribute Games 
comes close, their Mercenary Kings 
misses a few key ingredients. 

The gist is that as mercenaries 
(what else?!) you'll be taking 
missions from a central hub to grab 
gear and blow up baddies. Take a 
mission, go back, maybe upgrade 
your gear, and repeat. With more 
locomotion than you'd expect at first 
glance, Mercenary Kings gives you a 
decent amount of control over your 
character. Shots are limited to 
cardinal directions, but the ability to 
roll and crouch makes a world of dif- 
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ference. In action it’s much slower 
and more deliberate than you'd think 
(it definitely isn't as arcadey as the 
influences it wears on its sleeve), but 
it works. 

Yet, Mercenary King's core fault 
isn't how it plays or looks, but rather 
its core gameplay loop that you're 
going to be spending all of your time 
with. To be blunt, it's boring. The 
home base ends up becoming more 
of a chore or novelty than an organic 
way to progress through the game. 
Strangely — and | see where this 
could have gone right — Mercenary 
Kings is geared more like an RPG, 
hyper-focused on loot grinding. 

Its chief sin is that said grinding is 
mostly done through completing the 
same sorts of missions over and 
over, which gets old before the 
curtain falls on the first hour. Even 
with the new concessions that 
enhance the minimap, levels really 
start to blend together after an hour, 
which leads to confusion and 


constant map checking. The areas 
just aren't varied enough and the 
mission timers discourage explora- 
tion. 

The appeal of jumping into just 
"one more mission" is enhanced by 
the portability of the Switch. That 
same grind, if you're willing to put 
time into Mercenary Kings, is more 
digestible if you're willing to just hop 
in and hop out every so often. But 
for me at least, the reward just 
wasn't worth it, as nothing funda- 
mentally changes after all of that 
investment, and there's no real end- 
game payoff. | get where they were 
going with the RPG bits. Weight 
matters, and you can't simply equip 
your character with all of the best 
gear and zip around like a Super 
Saiyan. But the balance at times 
between pieces of gear can feel hap- 
hazardly negotiated, and a lot of 
times that doesn't necessarily trans- 
ate to a fun experience. 

The grind is severely alleviated if 
you bring friends along for the ride, 
and multiplayer supports up to four 
people. It semi-solves the issue of 
having to comb remote locations of 
the map if you have more bodies on 
hand. Mercenary Kings can actually 
get pretty tough too, and having dif- 
ferent strategies play out on-screen 
at the same time can really make for 
some special moments. 

In case you were wondering, the 
"Reloaded" aspect of the Switch 
moniker involves two new characters 
(mostly with jumping powers that 
differentiate them) and a handful of 
new missions and items (and conve- 


niently, you can buy materials now 
by way of an update). It's like a 
micro-expansion, so if you already 
bought and played through the 
original you can skip it here unless 
you're up for more. 

Mercenary Kings: Reloaded 
Edition is a fine homage to the 
shooters of old, paying particular 
respect to Metal Slug. And Tribute 
Games has crafted some fantastic 
projects before and after it (I highly 
recommend Wizorb; maybe it will 
come to the Switch next?). | hope 
they keep doing their thing until the 
end of time, but this run-and-gun 
just didn't do it for me. — CHRIS 
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You Won't Bring Her Down 


THERE ARE GAMES you fall in love 
with from the moment you see them. 
It’s breathtaking to see a game that 
instantly strikes your fancy, and 
immediately looks fun to play. 
Dandara is one of those titles. When | 
got to try an early build at the 2017 
Gamescom, | knew that | wanted 
more right there. Naturally, | had to 
wait until February 2018 to get my 
chance to do so! Now I’ve had the 
chance to fully experience its intrigu- 
ing Metroidvania exploration, its 
wacky movement scheme and a pre- 
sentation that I really love. It isn't a 
slam dunk in every respect, but you 
will still have a really good time. 
What I respect most is the chal- 
lenge of doing something unique. 
Instead of your usual running and 
jumping, Dandara is defined by its 
controls. In the game, you have to 
move the stick and jump to another 
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surface. Any surface — walls, ceilings 
or floors, ignoring the normal con- 
straints of gravity. This sees you con- 
stantly dashing and flying through 
the air without slowing down. It 
makes moving around something 
that requires devoted attention, as 
placement is everything. It's wild, 
and in the most frantic situations it is 
hard to quickly find your next spot. 
This mostly happens during action 
sequences — a quick dash or jump 
will feel out of order and will result 
in a bad call. | jumped into way more 
projectiles and enemies than I 
would've liked. There's a finesse that 
requires time to learn, and that 
mileage really depends on your 
patience. During the exploration 
sections I barely had any problems 
keeping up. In fact, | was just 
enjoying myself with zero issues 
whatsoever. That makes the action 
issues, however, stand out more. 
That being said, | do enjoy the 
combat aspects of Dandara. Her 
basic weapon will remind you of how 


you control her air dashing. It feels a 
lot more focused, though, as the task 
at hand is shooting. While traveling, 
you'll receive more weapons that 
offer a lot of firepower. A thing to 
keep in mind is that your usage with 
those will be limited. You don't get 
any leeway to try them out or just 
experiment with them, which I find a 
slight missed opportunity. 

Dandara is quite a challenging 
game and doesn't shy away from 
that. You will find yourself in quite a 
number of hard-hitting situations. 
From difficult platforming challenges 
to rough combat sequences, Dandara 
wants to test your determination. 
Personally, that's what I find so 
enthralling about it! It doesn't push 
away any potential challenges, but 
rather embraces them to its core. 

A suggestion that I think is worth 
considering are better checkpoints. 
Yes, death should result in a penalty, 
but respawn points are weirdly 
placed. Next to that, the fact that 
salt (in-game currency) can be lost 
feels a bit unfair and makes grinding 


for upgrades a bad time. 

Despite all of that, the world in 
this game must be experienced. 
Dandara is simply that impressive of 
a game! The way you approach the 
exploration and combat is unlike 
anything I’ve seen. Next to that, it's a 
lot of fun to dash and jump your way 
through the experience. What helps 
is the mellow music and incredible 
amount of detail in the pixel art. 
Sure, there are grievances, but they 
can be overcome if you're dedicated 
enough. The checkpoints might need 
a second stab, though losing salt is 
the bigger punishment here. It 
depends on the type of player you 
are, but for my money, I couldn't be 
happier with what | got out of it. 

— DAAN 


Songs of the Forest 


AT FIRST GLANCE 

Fe is an admirable attempt to bring 
more indie works under the arm of 
EA, a company mostly known for big- 
budget shooters and IP adaptations. 
It attempts to weld together the phe- 
nomenal talent of Zoink Games with 
a beautiful art style that has a story 
to tell, and on paper, just looking at 
even one screenshot, it looks mar- 
velous. Sadly, Fe accomplishes none 
of the goals it sets out for. 

At its heart, Fe is about music and 
nature, a concept I can get behind in 
seconds flat. | was drawn to its 
bright, but haunting hues, which are 
an even greater sight to behold on- 
screen. Your job as the protagonist is 
to just kind of rummage around the 


forest, occasionally sing to find new 
areas or platforming sequences and 
take in the various messages therein. 

This is accomplished through the 
acquisition of musical languages, 
which serve as a Metroidvania- 
esque barrier to help you get 
through new areas or return to old 
ones and locate new paths. On 
Switch you'll need to tilt your Joy- 
Con a bit to find the right "pitch" as it 
were, a system I found incredibly 
finicky even after doing a full con- 
troller reset. 

Finicky is probably the best way 
to describe Fe as a whole. Its plat- 
forming feels imprecise. Puzzles, 
while mostly on the easy side, are 
inconsistent since you need to be in 
just the right area to trigger some of 


them. The over-emphasis on stealth 
gets old far before the credits roll 
just three hours in. 

Walking simulators with light 
puzzles have the opportunity to 
really show off new concepts and 
often have interesting things to say, 
but Fe never really goes past the 
prototype stage. A second pass to 
ensure that jumping wasn't so loose 
would have gone a long way, espe- 
cially in a game that requires so 
much leaping across same-looking 
locales. This frustration also extends 
to the instant-kill stealth sections, 
which similarly don't offer creative 
freedom to tackle situations where 
you're fighting the controls. 

As cool as it looks though, not a 
whole lot of effort was made to dif- 
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ferentiate character models. It's gen- 
erally not a problem, as you can tell 
which NPCs are foes and which are 
friendly for the most part, but I 
really wish that there were more 
original-looking creations to gaze at. 
Perhaps it's a commentary on the 
homogenization of evolution as it 
pertains to human intervention in 
natural ecosystems? We'll probably 
never know, but I’m really straining 
to recall any distinct character 
designs outside of the main charac- 
ter. Ori and the Blind Forest had a 
clear influence on the game, that 
much is clear, and perhaps there was 
too much of a concerted effort to 
create Fe's wide array of colors, to 
the point where nearly every other 
artistic facet feels shallow. 

There are fleeting moments of 
enjoyment, especially when you have 
that eureka moment and get a new 
song to enter another zone, but 
those are few and far between — a 
problem in a game that's just a scant 
few hours long. That said, | like the 
idea of providing in-game hints if you 
really care to look for them, and wish 
the world was more full of rich 
worldbuilding. If there was a real 
sense that people had been there 
before and were slowly but surely 
helping out the main character | 
would have been on board, but 
again, the universe is not nearly as 
exciting as it looks. 

I’m really looking forward to 
seeing what Zoink has up their 
sleeves next (they actually just 
merged with Image & Form of 
SteamWorld Dig fame earlier this 
year, forming Thunderful), but I’m 
content with just experiencing Fe 
once. — CHRIS 
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The sign out front is busted... 
is this the Mountain trail? 


CELESTE IS A a beautiful name for 
a brutal mountain that hides many 
dangerous and deadly secrets. A 
young woman named Madeline has 
made it her mission to climb to the 
op. Why? Even she doesn't know. 
Nothing can stand in her way — not 
he terrain, a mocking grandma or 
an ethereal hotel concierge — but 
he biggest challenge she'll face is 
one that comes from within. 

Matt Makes Games designed 
Celeste to be accessible to all skill 
evels, with a little something special 
for everyone. Are you a speedrun- 
ner? You can activate an on-screen 
imer. Completionists can find the 
hidden cassette tapes and collect the 
strawberries scattered throughout 
each of the levels, and then unlock 
more hidden content, like even 
harder bonus levels or a Celeste 
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"self-demake" PICO-8 minigame. 
Every level is filled with obstacles 
that will K.O. Madeline with one hit: 
spikes, moving blocks, strong winds 
and even dashing into a wall with too 
much momentum. There's no real 
penalty for dying — well, your death 
counter on the menu screen does go 
up (but that's because you're 
learning!). The controls — running, 
jumping, climbing and mid-air 
dashing — are easy to grasp and I 
was climbing ledges and dashing 
about in no time. But those who find 
Celeste's spikes and pitfalls overly 
frustrating (like | did) have the 
option to slow down the game's 
speed, turn on infinite dashes or 
make Madeline invincible in order to 
bushwhack your way through the 
main story. Every level is designed to 
be beatable in one way or another. 
Celeste's art style is pixelated, but 
even the smallest details like charac- 
ters' emotions aren't lost with the 
limited amount of space available. 
The scenery is a sight to behold as 
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well: There's a unique design to 
every chapter, and no background 
details become fuzzy or indistinct. 
There are also some great pixelated 
visual effects during some of the 
boss battles that would have been 
Nintendo's dream to pull off in the 
days of the Super NES: gravity waves 
and explosions of static and light. 
The music also fits perfectly with 
every environment — each level has 
its own style and instruments, and 
emotions such as anxiety and fear 
are perfectly and unsettlingly por- 
trayed. 

But it wasn't the gameplay or the 
soundtrack that was the most com- 
pelling part of Celeste to me: It was 
Madeline's personal struggle, and 
not just the one that happens 


between her and the mysterious 
"Part of Her" that emerges from a 
broken mirror like an evil twin. At 
one point, Madeline suffers a panic 
attack on a decrepit ski gondola, and 
her friend Theo tells her about a cen- 
tering technique, which plays out in 
an on-screen minigame. As you're 
following Theo's instructions, the 
tendrils of creeping darkness recede, 
the screeching synthesizer chords 
fade into soothing piano music, and 
your controller's vibrations (if you 
have them activated) subside as 
Madeline calms down. It was enlight- 
ening, but not as much as the heart- 
to-heart that Madeline has with Theo 
around a campfire, where she tells 
him about her personal struggles, 
something that myself and a lot of 
other gamers can relate to on a 
personal level. 

You might find a new speedrun- 
ning challenge, a new inspiration or 
a kindred spirit on your way to the 

top of Celeste, and I 
hope you'll join me 
there. - REBECCA 


Soulsearching Sightseeing 


THE TERM “ROLE-PLAYING 
GAME" doesn't carry the same level 
of specificity that it used to. Once 
upon a time, if you heard a game 
was an RPG, you knew how it played 
(large overworld map, intermittent 
turn-based battles), what its priori- 
ties were (allowing players to gain 
experience points while exploring 
the environment and story) and who 
it was for (people who were willing 
to spend many hours playing a slow- 
paced but thoughtful game). But 
these days, everything from fast- 
paced action games like NieR: 
Automata to stealthy orc-murdering 
adventures like Middle-earth: 
Shadow of Mordor might end up 
nominated for a Best RPG of the 
Year. If you tell someone that a game 
is an RPG in 2018, you're telling them 
that the game has some sort of 
experience points system. Beyond 
that, it could be anything, rendering 
the term almost useless. 

Chances are slim that use of the 
phrase will ever go away though, so 
all we can do is try to be more 
specific in the ways we use it. To that 
end, one route is to take the term 
totally literally, to mean "a game 
about taking on the role of someone 
other than yourself." If that's how 
you see it, then good news: Old 
Man's Journey is one of the best 
RPGs on the Switch. It puts you in the 
shoes of a mindful, wistful elderly 
gentleman on a mild mission. If Wes 
Anderson produced a point-and-click 
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adventure, this would be it. 

There's no inventory to juggle 
here or obtuse puzzles to solve. 
Instead, the gameplay involves two 
things: guiding your titular "Old 
Man" across the world, and physi- 
cally moving his world around so he 
can get to where he wants to go. 
Each screen is like a simple puzzle 
with layers of horizon lines. By 
clicking and dragging, you can alter 
the shape of those lines in order to 
make a path for your portly protago- 
nist, or reveal a new aspect of the 
environment that was hiding behind 
a hill. It’s a novel take on user inter- 
action that keeps you focused on the 
present moment at all times, 


peppered with the occasional dream 
of the past. 

While there's no dialogue for the 
bulk of the game, there is still a 
gentle, bittersweet story that unfolds 
through a combination of heartfelt 
flashbacks and anecdotal events that 
pop up as our geriatric wanderer 
makes his way to an important visit. 
The identity of the person he's going 
to see is left a mystery, and the jux- 
taposition between the player's 
expectations and the game's realities 
end up making an important point. 
Assuming you don't get stuck too 
many times, the whole adventure 
will likely be over for you in about 
two hours. That may seem too 
breezy, but for a game this jam- 


packed with poetic minutia, it makes 
sense to keep it short and sweet. 
Allin all, Old Man's Journey is опе 
of the most accessible, pleasant and 
comforting games to ever hit a 
Nintendo console. Like many RPGs of 
old, it's designed for "people who are 
willing to spend a lot of time playing 
a slow-paced but thoughtful game," 
which is definitely where I'm at these 
days. | see myself curling up to it 
every few months for a replay should 
| need a little help bringing down my 
blood pressure, or if I'm just in the 
mood for another relaxing trip down 
a watercolored memory lane. 
— JONATHAN 
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Convoluted Construction 


NOW THIS IS my kind of puzzler! 

The "puzzle" genre encompasses 
a wide variety of different games, 
from falling-block puzzlers like Tetris 
to hero-in-a-maze designs like the 
classic Adventures of Lolo. For me, 
though, the best ones may seem the 
most boring — the games in which 
you're presented with some brain- 
teaser on the screen and you're 
given no time limit, but rather just 
allowed to sit and stare while your 
mind works out the solution. 

Bridge Constructor Portal is one 
of these. In this mash-up of the 
existing Bridge Constructor and 
Portal brands, you're given a series 
of increasingly complicated test 
chambers filled with traps and 
pitfalls, then tasked with building a 
series of bridges over, around and 
through all the dangers so that a tiny 
forklift driven by a stick figure can 
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safely navigate its way to a goal. 

It’s an exercise in trial and error. 
You look over the obstacles, come up 
with a plan that you think will work 
to get past them, build yourself a 
first set of bridges and then send 
your hapless stick man out for a test 
drive. 9996 of the time he'll meet 
with some horrible fate halfway 
through — either from plunging into 
a vat of acid because you got the 
angle of a ramp incorrect or acciden- 
tally cruising into the line of fire of 
an automated laser turret because 
another bridge you built fell apart 
under the vehicle's weight and needs 
more support added. So you take 
note of where each failure occurred 
and go back into Build Mode, adding 
more pieces to your structures or 
tweaking the positions of the ones 
you'd already set into place. 

There's not much to the actual 
gameplay beyond that, really — 
setting pieces in place and altering 
their angles and lengths. You also 
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have the option of using some 
stretchy bungee cord-esque cables 
to suspend bridge sections from 
anchor points placed on some 
ceilings in some test chambers, but 
most of your work will be done with 
the good old metal support beams 
and roadways. When placing a piece 
you can specify whether you want 
the forklifts to be able to pass 
through it or not. Most of the time 
that means building up a network of 
pass-through-able beams beneath a 
single driveable road on top, but as 
the test chambers get more compli- 
cated and convoluted, you'll often 
have to do things like setting a 
"road" vertically to serve as a wall 
and arrest the momentum of a stick 
man who's sailing through the air. 
That kind of high-velocity fun 
happens thanks to the inclusion of 
the portals — magical teleporting 
doorways that take in vehicles at one 
point and then spit them out from 
another, preserving all of their speed 
and momentum from when they 
entered. It's hilarious to see how wild 


things get with some of these portal 
arrangements, especially when you 
trigger Convoy Mode to send 10 
vehicles into the chamber at once 
and all of them end up criss-crossing 
in mid-air and bumping into each 
other. The portals, though, are all set 
into place ahead of time. The fun of 
Portal and Portal 2 was in the free 
reign they gave you to place portals 
wherever you wanted and solve their 
test chambers in unique, personally 
creative ways. Here there can be 
some variance between how differ- 
ent players approach each puzzle, 
but not as much as in those original 
games with GLaDOS. 

(She's back too, constantly poking 
fun at you in-between levels.) 

All in all, | had a blast with Bridge 
Constructor Portal. It's not going to 
connect with everyone who tries it, 
as you do really need to enjoy those 
long stretches of nothingness when 
you're just staring at the screen and 
working out your next moves in your 
mind. But it's wonderfully rewarding 
when you execute the plans you've 
made in your brain and see them 
actually work as intended, seeing 
those silly stick figure forklift drivers 
safely past the gauntlet! — LUCAS 


COMIC BREAK 


the sitcom starring a final boss and ап 
obnoxious “805 video game mascot 


GREETINGS, CHARACTER! 
ГМ BAXEET THE STRATEGY GUIDE! 
I'm kinda struggling to find any work 
since nobody buys physical guides anymore, 
so I'm just gonna pass the time by telling 
you what to do! In every stage! 
All the time! ЕОВЕМЕВИННИ 


BET THE 
INFINIDONUTII х RUN RT THIS 
D IT XACT MOMENT! 
RIGHT NOW! = 0 60 G0! 


SLIDE! SLIDE! 


DO IT NOW! 


DON’T WAIT UNTIL STAGE 6! 


it"ll uhh... 
eveal the... 


..ha һа um, 
You don't need 


шошавууса!! 
IT’S THE 
HOT DOG VENDOR HAT 
OF RIGHTEOUSNESS! 
I'm FREE! 
FRe€eeeeeeeen 


"glurggg" ‘sputter’ 
..w-wait... you should fly up first or else... 
you'll miss... one optional easter egg 


Jr er = 


BY LINDSEY LAYNE KING 
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NIGHT TRAP: 


25TH ANNIVERSARY EDITION 


One of the most infamous video games of all time finally arrives on a Nintendo system! 


A NUMBER OF video games have 
stirred up big controversy over the 
years. Grand Theft Auto: San Andreas 
caused quite a kerfuffle over its 
hidden sexual content. Manhunt 2's 
graphic violence caused the game to 
be censored just weeks before its 
release. DOOM convinced numerous 
parents that their children were par- 
ticipating in demonic rituals simply by 
playing the game. While all of these 
titles made headlines for their suppos- 
edly questionable content, none could 
match the infamous Night Trap. 

All the way back in 1993, the United 
States Senate held a hearing on video 
game violence. All sorts of titles were 
showcased during the hearing, but it 
was both Mortal Kombat and Night 
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Trap that got the most attention. 
Mortal Kombat's over-the-top violence 
horrified some who saw it, but it was 
Night Trap that really stole the show. 
Not only did Night Trap feature violent 
content, it also showcased characters 
in some risque and sexual situations. 
Marry those hot-button topics with the 
game's use of full-motion video, and 
the in-game action appeared far too 
real for most to handle. 

Night Trap's realistic depictions of 
sexual content and violence pushed 
the Senate to demand that the game 
industry regulate itself — which 
quickly led to the creation of the 
Entertainment Software Rating Board, 
which is still around to this day. Few 
games have caused the uproar that 
Night Trap did, which seems abso- 
lutely comical by today's standards. 
The content in Night Trap is on par 
with what you'd see in a rather tame 
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PG-13 movie! There's really not much 
sexual content to be found, outside of 
a few women in skimpy pajamas. Any 
violence on display is right in line with 
B-movie schlock. The controversy boils 
down to the game's use of real actors 
rather than sprites, as full-motion 
video was a brand-new tech back in 
1993. This scared many parents, as 
they had no idea video games could 
look so realistic. 

Night Trap continues to be a talking 
point in today's gaming industry. FMV 
titles are actually seeing a revival on 
the newest gaming platforms, with 
games like Her Story, The Bunker and 
Late Shift trying to add some legiti- 
macy to the genre. Whenever these 
new FMV games pop up, Night Trap is 
always part of the discussion. While it 
wasn't the first FMV game on the 
market, Night Trap is undoubtedly the 
most influential, and the most far- 


reaching. The funny thing is, Night 
Trap's actual gameplay was pretty 
much panned back in the day, yet 
today's generation of gamers have 
found a lot of charm and uniqueness 
in the experience. Plus, even all these 
years later, that original controversy is 
still making people curious to see for 
themselves what the game's all about. 

If you're a Nintendo loyalist, you've 
never had the chance to actually expe- 
rience Night Trap — it's never been 
released on any Nintendo system. The 
original Senate hearings happened in 
the era of the SNES, but somehow 
throughout all of Nintendo's subse- 
quent platforms, Night Trap never 
found it to the house that Mario built. 
Thankfully, that's all about to change! 

Believe it or not, 25 years after its 
original debut, Nintendo fans will 
finally get to see what all the fuss was 
about with Night Trap: 25th 
Anniversary Edition, coming to Switch 
thanks to Limited Run Games! 

Limited Run specializes in limited 
physical prints of select titles. The 
company has a handful of games 
coming to Switch, but there's no doubt 
the announcement of Night Trap is 
going to get the lion's share of atten- 
tion. There's just something absolutely 
crazy to think about Night Trap coming 
to a Nintendo platform all these years 
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LIMITED RUN'S FOUNDERS passed along this work-in-progress look 
at the Night Trap: 25th Anniversary Edition Switch version boxart, but 
cautioned us against getting too attached to it. According to Josh 
Fairhurst, "It's actually highly likely that this will change, because I'm 
pretty sure the ESRB and Nintendo won't want a lady in lingerie on any 
game cover." | suppose there are still some qualms about the game still 
alive today, a quarter-century after the peak of the controversy! But it's 
a wild, historic moment for Night Trap to finally be getting its debut on 
a piece of Nintendo hardware, so any edits that need to be made to the 
attire of the scantily clad woman seen above seem like a fair trade-off. 
If you want to own a copy of Night Trap in physical Switch form, you'll 
need to keep a sharp eye on and their social 
media pages (like on Twitter) for the forthcoming 
announcement specifying when preorders will be opened. Once orders 
begin, you'll have a limited window of days in which to purchase a copy 
— and after that brief period ends, that'll be all she wrote for physical 
copies! LRG is also publishing the game digitally in the Switch eShop, 
though, and there will be no limit on downloads there. — LUCAS 
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later, and furthermore, you'll be able 
to get a physical copy stuffed into a 
tiny Switch game card! 

While you know the controversy 
and the insane backlash of Night Trap, 
how much do you know about the 
actual game? If you're a fan of cheesy 
horror movies, you're in for a real 
treat. Night Trap focuses on the disap- 
pearance of five teenage girls who 
visited the Martin winery estate. 
Those five girls were visiting the 
estate for a bit of a getaway, but no 
one ever saw them again. While the 
Martin family claims all the girls left of 
their own accord, they wouldn't let 
police into the house to investigate. 
This is where S.C.A.T., the Sega Control 
Attack Team, comes into play. 

5.С.АЛ. infiltrated the estate to find 
a number of traps set up throughout 
the house, as well as security cameras 
in almost every room. The thing is, 
S.C.A.T. has no idea what all these 
fiendish devices are being used for. 
There’s precious little time to figure 
out what diabolical plan is taking 
place, as five more teenage girls are 
heading to the estate for a weekend 
getaway. S.C.A.T. decides to get a 
woman on the inside by placing one of 
their agents inside the home to 
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protect the girls. She plays the part of 
another teen ready to party the 
weekend away, while ultimately trying 
to keep all the girls safe from the evil 
hiding within the home. 

As the player, it’s your job to 
monitor the home's security cameras 
to see what nasty business is going on. 
You jump from camera to camera 
whenever you want, catching glimpses 
of what's going on inside the estate. 
Sometimes you'll happen upon video 
feeds of empty rooms, and other 
cameras will show you what the girls 
are up to. Eventually you'll learn who's 
out to get this new group of teens, and 
it's up to you to stop them. S.C.A.T. has 
spliced in their remote controls to the 
traps littered throughout the estate, 
and you now have the ability to spring 
them whenever you'd like. With 
perfect timing, you can save the girls 
inside and capture the bad guys 
looking to kidnap the carefree teens! 

It’s cheesy, goofy, horribly dated 
and absolutely wonderful all at the 
same time. Night Trap will forever be a 
part of gaming history, and one which 
should definitely be embraced. You'll 
get your chance to experience 
gaming's most controversial moment 
on Switch later this year! — KEVIN C. 
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MEGA MAN 11 


IT'S BEEN A few months now since 
Capcom pulled back the curtain to 
reveal that their beloved Blue Bomber 
will be making a bold comeback later 
this year in Mega Man 11 — and my 
mind is still reeling with all of the pos- 
sibilities! How will the Classic series" 
traditional 2D sidescrolling gameplay 
translate into this new 2.5D art style? 
What's going on with his new "Gear" 
ability we only caught a glimpse of in 
the debut trailer? Who will he fight?!?! 

That last one is the real focus of 
most of my brain's speculative atten- 
tion these days, as this announcement 
has successfully slingshotted my 
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thoughts back in time by a couple of 
decades, putting me right back in that 
season of wondering wonder that I 
always got to enjoy when a new Mega 
Man sequel was announced, but not all 
of the information about it was yet 
known. I tried to get inside the heads 
of Capcom's designers and predict 
who the Robot Masters might be in 
Mega Man 4 and 5 and 6 on the NES. I 
worked to expand the scope of my 
imagination when the series leapt to 
16-bit for Mega Man 7. And by the time 
the once-lapsed series returned for 
Mega Man 9 a decade ago, | was privi- 
leged to be one of the first journalists 
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to be able to play it at the sparsely 
attended E3 2008 — but even then, I 
left that show knowing just as little 
about the new set of foes as any other 
fan who didn't get to play its demo, as 
it was only two levels long and cut off 
each stage before revealing either 
boss. 

So if Mega Man 115 got anything 
going for it already, it's definitely 
keeping with Capcom's established 
tradition of playing its cards close to 
its chest and not letting us know much 
about the set of eight new Robot 
Masters primed to oppose our hero 
later this year. 


SWITCH CAPCOM 
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We do know one! They’ve thrown us 
one bone, at least, in the form of the 
stout little stonework bot seen in the 
sidebar on the next page. But there 
was a reason they did that, and the 
reason is also looming over to the 
right: the new, modified look that 
Mega Man takes on when he wields 
this new Master's copied weapon. 

It’s a key visual change. Back on the 
NES where Mega Man was born 30 
years ago, the low level of detail avail- 
able to render their hero with 8-bit 
technology forced Capcom to keep 
things simple when graphically repre- 
senting when he'd changed weapons, 
so all we got were palette swaps of his 
standard armor. Later Mega Man spin- 
off series began moving beyond that 
restriction and allowed their heroes to 
be more boldly embellished as they 
progressed through their games. Mega 
Man X could augment his armor in 
each of his adventures. MegaMan.EXE 
— as an all-digital entity — could fuse 
his data with several of his foes’, 
giving us the closest past equivalent to 
what we're witnessing now: Capcom is 
rebuilding the original Mega Man, 
because they finally have the technol- 
ogy to do so. 

In all likelihood, the elements of his 
fallen foes' forms that this reinvented 
Mega Man will take on when wielding 
their weapons are purely cosmetic. 
But, even still, this change will give the 
Robot Masters more weight through 
the whole adventure — you might blast 
the brick-laying bot within the first few 
minutes of your playthrough, but 
you'll get a reminder of him each time 
you cycle to his brick-dropping attack! 
You can see it in action on the left: 
Mega Man raises his arm to summon 
four falling blocks out of thin air, then 
they crash down on foes below. 


That gets me back to wondering: 
Which other Robot Master will be weak 
to such an assault? Capcom's team has 
been tight-lipped about the other boss 
characters, true, but they did admit 
that they're trying to make each one's 
weapon weakness more readily 
apparent this time around. It was easy 
to guess that Heat Man's flames would 
burn Wood Man in Mega Man 2, for 
instance. But when the series got to 
the likes of Knight Man, Centaur Man 
and Yamato Man in Mega Man 6? Who 
knows who's weak to what? 

That gives us some direction to 
direct our speculation, as it makes it 
seem like the other seven Masters in 
Mega Man 11 will be basic elementals 
once more. A fire guy, an ice or water 
guy. Maybe a wind guy who soars near 
the top of the screen, and he's the one 
who'll be brought down to earth by 
the brick weapon? 

We do have one other tidbit about 
one of the other seven: "Construction" 
is another confirmed theme, and that 
Robot Master's granted weapon is a 
massive jackhammer spike that 
emerges from Mega Man's arm and 
allows him to pulverize foes in his 
path, as well as soar a short distance 
horizontally (think Shovel Knight's 
Propeller Dagger). I think it's pretty 
safe to assume that this jackhammer 
weapon will be what causes our brick- 
themed bot below to crumble into 
dust! 

At this point, | feel compelled to 
thank you for your patience as I’ve 
indulged in what was once a favorite 
childhood pastime. These days we 
Nintendo fans have fun trying to 
predict which new characters will be 
added to the next Smash Bros., or 
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Capcom's team would have probably been perfectly 
happy to keep all eight new Robot Masters a secret 
long after Mega Man 115 reveal, but because of the 
need to contextualize Mega Man's newly change- 
able armor, they had to give us at least one of the 
bunch! Yes, Mega Man gains brick-like additions to 
his helmet and arm and trades in his signature blue 
for a teal suit with yellow accents when he shifts to 
wielding the weapon of this happy-go-lucky fellow, 
"Renga Man." That's not his final name, of course. 
It’s actually just what his work-in-progress name 
was in Japanese during development, and though it 
most closely translates to "Brick Man," Capcom's 
commented that that isn't his final name either. So 
he's nameless at the moment! | asked NF readers 
for their guesses via Twitter, and several good ones 
came in. "Rook Man," for his resemblance to the 
chess piece. "Castle Man." "Mortar Man," which 
might be my favorite, because if you're a brick- 
laying bot and you're not named Brick Man, Mortar 
Man has to be the next best choice, right? Whatever 
his name, he looks like a great new foe to fight! 


what Metroid Prime 4 is 

going to look like, or what 

Retro Studios has been working 

on behind closed doors for so long — 
but way back when, Robot Master 
speculation was the pinnacle of prog- 
nosticating fun for young Nintendo 
gamers like me! 

Luckily, we don't have much longer 
to wait before we get more answers to 
our questions. Capcom has promised a 
blowout of more news about Mega 
Man 11 is on its way in the months 
ahead, and that almost certainly 
means E3 will be the place where we 
get to learn more! We'll be diving deep 
into the hype in our next edition in 
anticipation, looking back across all 10 
previous Classic series Mega Man titles 
as we move closer to the release of 
this next adventure later this year. See 
you then, fellow Mega fans! — LUCAS 
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WARIOWARE GOLD 


Microgames galore! 


WARIOWARE HAS BEEN con- 
spicuously missing from systems 
since before the 3DS, as the Wii U's 
Game & Wario entry didn't feature 
the series' trademark microgames 
formula that made it a breakout 
hit. | always looked at them as a 
great way to have fun with new 
hardware, as sort of a glorified 
interactive tech demo of sorts, but 
so much more. While it may not be 
a flashy all-new title, WarioWare 
Gold sets to rectify the oversight of 
the series' seven-year 3DS absence. 

The idea behind WarioWare Gold 
is very similar to Mario Party: The 
Top 100: Gather the best of the 
series' past microgames and offer 
them in one unique package on 
3DS. This entry, thanks to the 
hardware prowess of the 3DS, 
allows for games from the original 
as well as WarioWare: Touched! and 
WarioWare: Twisted! The question 
is if games from the rest of the 
series will show up, like 3DS- 
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compatible microgames from 
WarioWare: Smooth Moves, 
WarioWare: D.I.Y. or even the DSi's 
WarioWare: Snapped! Stylus, mic, 
gyro controls and even the camera 
are available, 50... 

WarioWare Gold also seems to 
have its own backstory, like all of 
the series' past games do; a sort of 
framework that allows the microg- 
ames to exist. (These little cut- 
scenes were always zany and 
funny, so let's hope the tradition 
continues.) We also saw some of 
Wario's pals in the debut trailer, 
like 9-Volt, Ashley, Kat and Ana. 
Each character we saw also sports 
a cleaner look than we've seen in 
the past. One could assume that 
most if not all of the "side" charac- 
ters will show up in this iteration, 
and they'd surely be welcome. 

The visual overhaul is also 
apparent in the microgames. Not 
every one will get a facelift, as half 
of the fun of the original was its 
simple art style. Still, for the 300 
games they're packing into this 
title — the most of any WarioWare 
title to date — seeing enhance- 
ments is very welcome! — BRETT 
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LUIGI'S MANSION 


Headed back to his original haunted house. 


LUIGI HAS ALWAYS been second 
fiddle, second player and second- 
in-command, and | don't think that 
will ever change. Mario's creator 
Shigeru Miyamoto is a little too 
fond of the bigger brother, but that 
doesn't mean some intrepid devel- 
opers aren't looking out for the guy 
in green. 

Over the years, Luigi has gotten 
lots of love from the underbellies of 
various Nintendo organizations. 
He's typically present in most major 
releases, even if it's just a cameo or 
another chance for a second player 
to show off their skills. He had his 
own "year" celebration that was 
gracefully extended. And he's had 
his fair share of spin-offs! 

Perhaps the most memorable of 
all is Luigi's Mansion, a 2001 
GameCube release that had a cult 
following at the time — at least 
enough of one to warrant a follow- 
up, Dark Moon, in 2013. The sub- 
series introduced us to a new face, 
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Professor E. Gadd, as well as 
several iconic ghost designs that 
accompanied the already recogniz- 
able Boo as Luigi attempted to rid a 
haunted mansion of ghosts. If you 
never got the chance to experience 
the original, you will very soon! 
Nintendo just announced by way of 
a Direct that it's coming to 3DS in 
the form of a remake. It's coming 
later this year and will mostly be a 
straight remake with an extra map 
and a boss rush gametype. 

Luigi is still hanging on by the 
thread of his green "L" cap. Even 
several years back when visiting 
Japan I cracked a smile seeing the 
Luigi's Mansion arcade cabinets 
alive and well, with people 
grasping at plastic vacuum 
cleaners and smiling in return. He 
still brings people a lot of joy, and I 
hope that Nintendo is able to 
deliver with the 3DS remake. It'll be 
an awesome feeling to be able to 
play both Mansion games back-to- 
back on the same system, which is 
still kicking in 2018! - CHRIS 
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BOWSER'S INSIDE STORY 
+ BOWSER JR.’S JOURNEY 


Another remake is on the мау... in 2019? 


WE'RE DOING THIS already? 

We were seriously just in this 
territory a few months ago, as the 
Mario & Luigi series' original 
adventure, Superstar Saga, got a 
full 3DS remake on October 6, 2017. 
It was only three issues ago when 
we reviewed it, for goodness sakes! 
But Nintendo's already deigned to 
announce the next installment. 

Following up that 3DS remake of 
Game 1 in the ongoing M&L saga 
will be a remake of Game 3. Mario 
& Luigi: Bowser's Inside Story first 
hit the Nintendo DS in September 
2009. It told the tale of the Mario 
brothers' fantastic voyage inside 
the body of King Koopa himself! 
The twins got shrunken down and 
swallowed by their archenemy, 
then spend the bulk of the game 
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exploring his innards, visiting 
points of interest like his stomach, 
his liver and his spleen. Splendid! 
Meanwhile, back in the outside 
world, players also took command 
of Bowser directly as he set off on 
his own solo quest. His brute 
strength and brash approach to 
NPCs offered a strong contrast to 
the series' usual tone with only the 
bros in the spotlight, and the game 
was nearly as well-received as 
Superstar Saga had been on GBA. 
And just as Superstar Saga got a 
"+ Bowser's Minions" extra tale to 
experience, the remake of Bowser's 
Inside Story will be appended with 
"Bowser Jr.'s Journey," the previ- 
ously untold tale of what the heir 
to the throne was up to while his 
Dad was experiencing such incredi- 
ble indigestion. I'm intrigued, but 
we'll have a long wait for this one, 
as it's pegged for 2019! — LUCAS 
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CAPTA 
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PREVIEWS 


TREASURE TRACKER 


The encumbered adventurer returns! 


| ABSOLUTELY LOVED Captain 
Toad on Wii U, and I'm not the only 
one thrilled by the new announce- 
ment that it's being ported to the 
Switch! The action puzzler that 
takes place in hakoniwa (box 
garden) levels is welcome on any 
platform, but many didn't foresee it 
being ported because of its Wii U 
GamePad-heavy controls. The new 
Switch version trailer mentioned 
that players could touch the screen 
and get a better view, which likely 
means that they can also interact 
with the level. It was necessary to 
push, pull and drag elements in 
several levels to progress, but that 
could be supplanted with Joy-Con 
controls as well. 

Speaking of levels, this isn't a 
straight port, as there will be addi- 
tions to the game. As soon as | saw 
Captain Toad in Super Mario 
Odyssey, | got my hopes up for a 
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sequel. While we won't be getting a 
sequel — yet — this port has added 
levels featuring Odyssey settings 
like New Donk City. 

Also newly added for this deluxe 
port is co-op capability: A second 
player can provide "cover fire" via 
turnips tossed with the second 
Joy-Con, and assist in other ways as 
well. 

Another revelation the trailer 
unveiled is a 3DS version of the 
title. No other news was given, 
which opens up the question of 
whether both titles will be the 
exact same game, or whether both 
will feature exclusive levels. It 
seemed like a better fit for 3DS 
when I played it originally, so I'm 
excited that they're bringing the 
game to the dedicated handheld — 
but two players can effectively play 
the Switch version anywhere as 
well, so it appears that the games 
will compete with themselves a 
little. Both versions will launch on 
July 13! — BRETT 


MAY/JUNE 2018 31 


PREVIEWS 


CRASH BANDICOOT 
N. SANE TRILOGY 


A PlayStation icon wumps to Nintendo! 


IT’S WRESTLEMANIA SEASON 
as I'm writing this, so it feels only 
fitting to use опе '905 star to refer- 
ence another here: "FINALLY, Crash 
Bandicoot has come back... to 
Nintendo!" 

Indeed, this isn’t the first time 
the former Sony pseudo-mascot 
has graced a Nintendo platform. 
Even ignoring his appearance in 
Skylanders Imaginators back in 
2016, Crash had a run of games 
spanning the GameCube, Game Boy 
Advance, Nintendo DS and Wii fol- 
lowing Vivendi Universal taking 
over stewardship of the franchise 
from the original creators at 
Naughty Dog back in 2001, then 
Activison in 2008. 

However, despite appearing in 
numerous games on Nintendo plat- 
forms over the course of 10 years, 
none of them were the original 
PlayStation games that made Crash 
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something of a household name. 
That is, until now. 

Crash Bandicoot N. Sane Trilogy, 
which originally landed on the PS4 
exclusively last year, not only 
collects the first three games that 
helped introduce the concept of a 
bandicoot to many around the 
world, but under the developers at 
Vicarious Visions, remasters them 
to better fit a more modern aes- 
thetic as well. As such, Crash 
Bandicoot, Crash Bandicoot 2: 
Cortex Strikes Back and Crash 
Bandicoot: Warped all sport HD 
graphics, all-new character models 
and remastered cutscenes and 
audio tracks throughout. 

Other features brought to the 
titles by N. Sane Trilogy include 
unified checkpoint, pause menu 
and save systems, plus the avail- 
ability of the time trials that were 
introduced in Warped across all 
three games, too. What’s more, 
Crash’s sister Coco is playable as 
well, putting her own unique spin 
on things! — DAVID 
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PARK: 


THE FRACTURED BUT WHOLE 


Going down to South Park, gonna have myself a time. 


WHEN IT WAS revealed that 
Mario * Rabbids Kingdom Battle 
was developed using Ubisoft's pro- 
prietary Snowdrop engine, the door 
was thrust open for further 
Snowdrop-powered prospects to 
make the "Switch." One such game 
that dominated port discussions 
was South Park: The Fractured But 
Whole — but obviously that was 
never a feasible candidate, right? I 
mean, Nintendo is trying harder 
than ever to appeal to older 
gamers with the Switch, but 
inviting the rude and raunchy 
South Park to the party? 
Incredulous though it may seem, 
this isn't the Big N's first brush with 
the potty-mouthed grade-schoolers 
— the Nintendo 64 played host to 
no less than three South Park titles! 
Consider this a homecoming! 
Anyway, a sequel to 2014's 
South Park: The Stick of Truth, The 
Fractured But Whole is a turn- 
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based RPG about a bunch of kids 
from a sleepy Colorado town pre- 
tending to be superheroes and 
engaging in make-believe combat. 
You get to customize your own 
"New Kid" avatar, whom you'll take 
command of during your adven- 
tures alongside Stan, Kyle, Kenny, 
Cartman and the rest of their class- 
mates. 

Ever the enterprising sociopath, 
Cartman wants to adapt his friends" 
hero personas into a grand Marvel- 
style cinematic universe, but 
cordial discussion gives way to Civil 
War as the boys disagree on who 
gets the box office or Netflix treat- 
ment. The story only spirals further 
into the bizarre thanks to the full 
force of series creators Trey Parker 
and Matt Stone's crass humor and 
cynical commentary — enough to 
fill four or five feature-length films! 

The game will launch alongside 
its "Danger Deck" and "From Dusk 
Till Casa Bonita" DLC packs, with a 
third entitled "Bring the Crunch" 
arriving later in the year. TONY 
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BY MATTHEW TARANTO - AND NO, LONGTIME BRAWL IN THE FAMILY FANS, YOUR EYES DO NOT DECEIVE YOU! 
AFTER A HIATUS OF SEVERAL YEARS, WALUIGI DECIDED IT WAS HIS TIME TO SHIN AIN 
THE THREE STRIPS SEEN HERE ARE JUST A SAMPLE OF THE 200+ NEW WAG! COMICS CONTAINED 
IN MATTHEW’S NEW BOOK, “TOO BAD, WALUIGI TIME.” 
FOR MORE INFORMATION, VISIT BRAWLINTHE FAMILY.COM! 3 3 
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NINTENDO 


BEFORE 
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IROHA KARUTA 


IF YOU'RE READING this magazine, chances are high that you're already familiar with Nintendo's 


origins as a Hanafuda card manufacturer founded in the 19th century. Despite their sta 
giant today, the Big N continues to print not only Hanafuda but also a wide variety of pl 
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adorned with cartoon stars and ot 
among Japanese schoolchildren as 
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hrase (using the starting "hiragana" 


clue) and try to snatch the card first. Fast-paced and cutthroat, it's a fu 
vocabulary, and can easily be adapted for other subjects. Karuta may not have as much international 


exposure as Hanafuda, but it does 


pop up from time to time when you 
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us as a video game 
aying cards, often 


iragana" writing 
ases. The picture 
other players scan 


character from the sentence as a 


n way for stud 


east expect it 
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— in fact, Karuta 


cards recently served as a major clue in 2016's Phoenix Wright: Ace Attorney — Spirit of Justice for 3DS! 


GET A GRIP 


ULTRA HAND 


NINTENDO'S FIRST BIG hit on the toy scene was this plastic pinching reach extender! The Ultra Hand 
was designed by Gunpei Yokoi to help the company break into the larger Japanese toy market. Nintendo 
was mostly still known for cards and board games by 1966, but this grabbing toy was unique and fun 
enough to get noticed and begin to shift the public's perception of Nintendo in the "toy maker" direction, 
giving them some name recognition for future product launches. The Ultra Hand looks straightforward and 
simple — players would extend the toy by grasping one grip apiece with both hands. Just sending the 
latticework plastic shooting forward wasn't enough to complete the task of actually grabbing hold of a 
distant object, though — to make the suction cup grabbers close around their target, the string in the 
middle of the two handgrips needed to be pulled. So, in essence, operating the Ultra Hand required using 
three human hands! (Let's say it took some semblance of skill.) Though it's over half a century old now, you 
might still be familiar with the Ultra Hand thanks to its cameo appearances in some of Nintendo's modern 
games — it's popped up everywhere from Mario Power Tennis to Majora's Mask 3D. It also got its own 
game, the 2010 Club Nintendo WiiWare exclusive called Grill-Off with Ultra Hand! 


NINTENDO'S FIRST CONSTRUCTION TOYS 


N&B BLOCK 


EVER ASK YOUR grandparents for a LEGO set for your birthday, only to be presented with Mega Bloks 
instead? Bless their heart, they meant well! You also can't blame the Mega Brands company for trying to 
carve a piece of the construction toy market for themselves — and succeeding, | might add! Nintendo, on 
the other hand, might have been a bit overzealous when they introduced Nintendo Block (N&B for short) in 
1968, six years following LEGO's entrance into the Japanese market. There was the expected assortment of 
themed sets, from houses and rockets to a miniaturized version of tokusatsu superhero Kamen Rider. The 
big hook, which Nintendo stressed in their advertisements, was that their bricks came in rounded shapes 
in addition to squares and rectangles, giving their sets an aesthetic edge over LEGO's blockier builds! 
Those designs, along with a unique interlocking mechanism, kept Nintendo safe from LEGO's legal hounds. 
Though N&B Block enjoyed popularity for a handful of years, the bricks were rather tough to disassemble, 
and the line as a whole simply didn't have the same appeal as its Danish forebear. The final set, "Build a 
Panda Animal Block" in 1972, didn't even carry the N&B label. N&B Block did have one final hurrah in 
1992’s Super Mario Land 2, in which one level was composed entirely out of these little plastic bricks! 


НОТ’М HEAVY OR COLD 'N CLAMMY? 


LOVE TESTER 


THE LATE 6065 was the era of love, blossoming in the States before spreading to other parts of the globe 
like a wave of rose petals and incense. Nintendo attempted to catch that wave via several new ventures 
(some of which they'd rather we forget!). One of the more wholesome attempts was the Love Tester, a 
novelty toy that holds the distinction of being the company's first electronic device. Released in 1969, the 
Love Tester was meant to measure a couple's romantic compatibility. Simply clasp your partner's hand and 
grip the machine's metal sensors with your free hands, then a meter would rank your love level on a 100- 
point scale. Not satisfied with your score? The results might be better if you kiss, according to Love Tester 
designer Gunpei Yokoi! Was it a pointless gimmick? You bet it was! But in a conservative nation like Japan, 
where public displays of affection are quite infrequent, such a device was poised for greatness. Nintendo 
knew it had something special, thus the Love Tester became one of the first Nintendo products to be dis- 
tributed out West. It's even had a couple of recent re-releases! The first, released by Taito in 2008, was 
only available in arcade UFO catchers and sported a somewhat low-quality redesign. The second, by Tenyo 
in 2010, was a nearly 10096 identical facsimile, right down to the text on the black box packaging! 


ELECTRONIC. 
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DRAW! 


WILD GUNMAN 


*YOU MEAN YOU nave to use your hands? That's like a baby's toy!" Alright, alright! Now that we've 
made the requisite Back to the Future Part И reference, we can move right along to talking about the 1972 
tabletop game that predated the 1974 arcade machine and later the infamous NES launch title that helped 

Marty McFly hone his "crack shot" skills. On the 45 x 24 cm desert landscape of Wild Gunman, a pair of 
gunslingers attempted to knock the other over by firing metal ball bearings from the sheriff star in the 
center of the board. Every missed shot provided your nemesis with more ammunition, so players had to 
exercise caution. Doesn't this setup strike you as oddly familiar? Well, if you were a cool kid growing up in 
the early '90s (you were a cool kid, weren't you?), you ought to immediately be reminded of Crossfire, the 
awesome Milton Bradley game with the even more awesome commercial theme song! That rad transpa- 
cific connection aside, Wild Gunman was an otherwise solid entry in Nintendo's growing catalog of tabletop 
diversions, which included Baseball Board (1965), Dynamic Soccer (1970) and Hockey Game (1974). Beyond 
those was a deep well of more traditional board games, typically adapted from popular anime of the era 
as well as classic Disney animated films, such as Peter Pan, Lady and the Tramp and 101 Dalmatians. 


REV UP AND RACE 


MACH RIDER 


MACH RIDER FOR NES is a motorcycle racing game where the player tries to make it across a track 
fighting off enemies with a machine gun. It was pretty fun, and had some nice features that kept a young 
me entertained. So, imagine my surprise when I found out that Nintendo made Mach Rider toys even 
before they made the Famicom! Also imagine my surprise when I learned that the only thing connecting 
the game and the toys is the name. The design of the toy was actually Hasbro's, and Nintendo was con- 
tracted to distribute the toy in Japan. The original name was Yellow Tail Funny Car, but Nintendo appar- 
ently thought it would sell better if rechristened as "Mach Rider." Despite all of this, it is a cool toy — it's 
essentially a derby car with a launcher and a ramp. What makes this one great is the way it launches. A set 
of four D batteries makes the motor in the launcher rev up while some clamps hold the car in place. A fifth 
wheel on the car gets spinning and provides the speed. The user then "shifts" the car into gear from 
neutral to third gear. When they shift into fourth gear, the clamps release and the car zooms out of the 
launcher! The provided ramp then allows the car to make the jump seen on the box. The cars came in red, 
blue or yellow and all came with stickers to customize them. 


NINTENDO LABO'S GRANDPA 


THE PAPER MODEL SERIES 


WHAT ELSE CAN you do with a bunch of printing presses that print playing cards? How about design 
papercraft models! In 1974, Nintendo released 39 sets of paper models in four categories: Vehicle, 
Building, Zoo and Panorama. Consumers would get the flat paper sheets and instructions on how to 
assemble the 3D model within. The first three categories were often simple one-sheet models that made 
one specific vehicle, building or animal. The Vehicle Series had boats, planes, cars and trains. Animals in 
the Zoo Series include giraffes, lions, turtles and more. The Building Series had a lot of elaborate designs, 
including homes, churches and even a pagoda. Lastly, the Panorama Series was more complex and 
involved multiple sheets — it had users building cityscapes, an amusement park, a giant battleship, a Wild 
West town (pictured here) and much more. These are really cool to look at, but | wonder just how much 
fun they were to put together. They weren't assembled by popping out perforated pieces and joining tabs 
— they were cut, assembled and glued by the user. Despite this, they were marketed to children, so none of 
it was too difficult. Besides, this is the culture that produced origami! Now with Nintendo Labo, we've 
upgraded from paper to cardboard, and we're making the models we build move, interact and play! 


PASS THE PLASTIC PROJECTILE! 


PUNCHBUOY 


MANY OF NINTENDO’S games and gadgets are noteworthy because of the impact they had on the 
company's future or on pop culture in general, but others are simply fascinating for fascination's sake. One 
such curio was the Punchbuoy, a 1975 outdoor toy that doubled as exercise equipment! A pair of cords ran 
through an orange buoy, and two users were required to stand at each end of these cords and firmly grip 

the handles in both hands. By extending your arms outward, the cords separated and forced the buoy 

toward the narrow end where stood your partner, who repeated the action and returned the buoy. By 
extending and closing your arms with precise power and timing, you and your partner could shuttle the 
buoy back and forth indefinitely. With a variety of ways to switch up the workout, including doubles play or 
lying on the ground and strapping the cords to your ankles, the health benefits were readily apparent (as 
was the slight risk of danger). It's necessary to mention that the Punchbuoy was not an original Nintendo 
creation — rather, it was licensed from an American company called Rainbow Plastics, who sold it in the 
States under the name Playbuoy. If you wish to recreate the '70s Japan summer experience of hurtling a 
mass of plastic at your friend's face, then check out Zoom Ball, one current incarnation of this nifty gizmo. 


ANCESTORS OF THE ZAPPER 


CUSTOM LION & GUNMAN 


NINTENDO HAD AN entire line of light gun toys named the Nintendo Kousenjuu series! Utilizing the 
invention of light-dependent resistors, Masayuki Uemura and Gunpei Yokoi were credited with the line's 
technical prowess and huge success. First, Nintendo developed the light guns, then they started to release 
various targets to test players' skill and mettle. Standard targets came first, but quickly gave way to 
Roulette Wheel, Jumping Bottle, Electro Poker, Electro Safari and Electro Bird that all creatively used this 
technology to keep shooters interested. The latter two utilized painted scenes as backdrops and had 
animals "appear" on the painting using a spinning wheel. None did as well as Custom Gunman or Custom 
Lion, which "stood up" on their own until you shot them down. Simply put in the batteries, turn it on, wait 
for the character to stand up, aim and shoot them down. The character would recover automatically for as 
many times as the player wanted to play. Both the Gunman and Lion became best-sellers. Duck Hunt was 
released the same year, but we're talking Kousenjuu Duck Hunt, not the Famicom's Duck Hunt! This version 
projected animated ducks on your wall using a light projector. A realistic yet miniaturized shotgun would 
shoot them down, and the game would detect a hit and provide a "duck falling" animation. 


LET THE VIDEO GAMES BEGIN 


THE COLOR TV-GAME SERIES 


BEGINNING IN 1977, Nintendo's first foray into home video games began with the Color TV-Game series. 
These four dedicated machines touted that they had multiple games on them, but they were simply 
variants of one base game. Color TV-Game 6 and 15 were Pong clones that many game makers had already 
produced in years previous, and Nintendo actually licensed the Pong idea from Magnavox and got help 
building the machine from Mitsubishi Electronics. Hockey, Volleyball and Tennis in two modes each filled 
the Color TV-Game 6 that had two knobs built-in for play, whereas the 15 added Ping-Pong and Shooting 
along with wired controllers. All games but Shooting had two modes, and the 15 added a singles and 
doubles option. The appeal of both machines came from their price tag, which was significantly cheaper 
than competitors. Color TV-Game Racing 112 was one of the first home video game consoles to have a 
steering wheel, and, following the numbers scheme, it did have 112 "games" — four single-player modes 
with difficulty, speed and course width variations, along with three two-player modes that could be played 
with enclosed paddles. Finally, Nintendo's first console built completely in-house was the Color TV-Game 
Block Kuzushi, a "Breakout" clone that a young designer named Shigeru Miyamoto was involved with! 


FEATURES 
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THE CUTEST LITTLE VACUUM EVER 


CHIRITORI 


ANYONE WHO'S LOST a good many hours invested in the likes of Animal Crossing or Wii Fit would be 
able to recognize Nintendo's proclivity for turning mundane tasks into afternoons of entertainment. This 
has always been the company's modus operandi, as evidenced by their 1979 radio-controlled cleaning 
apparatus Chiritori (Japanese for "dustpan"). Somewhat of a precursor to iRobot's Roomba line of robotic 
vacuums, Chiritori purported to make household cleanup a fun endeavor — though how well it accom- 
plished that goal is up for debate. See, the remote control only featured a single button to propel the red 
rascal forward, using fan-powered suction to gobble up debris in its path; when the button was not 
pressed, Chiritori spun around in place like an anxious puppy. Timing and enormous patience were neces- 
sary to navigate a room, making it impractical as an actual cleaning tool. Nintendo understood this and 
chose instead to highlight the machine's cute nature — they even packed a sticker sheet of eyeballs and 
other decorations in the box to bestow personality to your adorable robot maid! Sadly, consumers weren't 
having it, and Chiritori vanished from store shelves quickly. Of course, with Nintendo, "gone" rarely means 
"forgotten" — Chiritori made an encore appearance in one of the minigames in 2003's WarioWare on GBA! 


GET A GRIP 


TEN BILLION 


FINALLY, NINTENDO'S HANDHELD puzzle game Ten Billion was their first toy to truly have interna- 
tional acclaim. Nintendo had dabbled in other regions before, but this 3D puzzle proved to be a smart item 


to market globally. Inspired by the Rubik's Cube and developed by Gunpei Yokoi, it was small, cheap to 
make and cheap to purchase. The clear barrel housed 23 multicolored balls, and the black plunger at the 
top allowed the balls to move when the barrel was rotated. The idea of the game was to get the balls to 
their original positions by manipulating the barrel and plunger, and the toy's namesake came from the 
10,000,000,000 positions the balls can take inside the barrel (though it's actually much larger than that). 
The name also suggested its difficulty. The lowest number of balls that can move at a time is 10, with 15 


eroe crooner being the highest — trying to get specific balls into specific places could prove very challenging. Leaflets 
were distributed to retailers so they could explain how to "win" the puzzle. A win was when each column 
only contained one color, but there were other patterns to attempt to achieve. Perhaps the first game with 
multiple endings? Heh. It's also earned cameos over the years, most notably a puzzle in Metroid Prime's 
Phazon Mines in which Samus, in her Morph Ball form, served as the ball being rolled around! 


А IO This has only been a dozen different products 
ЕРОВЕ | game gants у. from Nintendo that pre-dated the most 
жете ad famous plumber on the planet. There are far 
more where these came from! If you want to 
dive deeper, be sure to check out the book 
“Before Mario’ written by Erik Voskull, as 
well as his website BeforeMario.com, which 
provided the images for this article! (The 
book’s a steal at less than $15 on its publisher’s 
site, OmakeBooks.com!) 
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NINTENDO 


LABO 
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NINTENDO LABO HAS arrived! It's an all-new product line from Nintendo that's all about inspiring 
players to build toys out of cardboard. You follow the directions provided on your Nintendo Switch 
Screen to construct each Toy-Con creation, then dive into playing along with the special games 


that have been made to only work in connection with each toy! It's an ambitious and exciting new 

brand from Nintendo, andas it's been sent into stores to try to win the attention of kids and parents 

around the globe, the biggest product working to sell the entire experience is the Nintendo Labo 
Robot Kit. For $79.99 you can purchase this kit, and with it you can construct a wearable Labo Robot Suit! 

The suit is comprised of four key pieces. First up, the Visor - it's a position-changeable eyepiece that wraps around your 
forehead and keeps the left Joy-Con held in place, waiting to register the movement of when you flip the visor down in front of 
your eyes. (More on that later.) The backpack, or "Main Body,” is where all of the intricate inner workings are housed. It'll take some 
time and patience to assemble, as a whole lot of moving parts end up inside. The end result is worth the time invested, though! 
Lastly, the "Robot Arms" and "Robot Shoes" are held in your hands and wrapped around your feet, respectively. Altogether, then, 
you end up looking a little bit bot-ish - but what matters most isn't what you look like in your living room, but rather what's happen- 
ing on your TV screen while you're suited up! Yes, your wearable Robot Suit transforms your entire body into a video game control- 
ler, and each of your physical movements gets translated into the on-screen actions of a virtual giant robot! Thrust your fist 
forward to trigger a punch. Move your legs up and down to cause him to walk forward. Tilt and lean your whole body left and right, 
then watch the robot on the TV turn itself in the same direction in response. You become the bot! 

Walking around and throwing punches is just the beginning, though. This robot is multi-functional! Squat down with your whole 
body and you'll see the bot transform itself into a rolling tank. Your punches then get swapped out for laser blasts instead! Stand 
up again and spread your arms out wide to either side and the robot while take to the sky, soaring around in Flight Mode. Land 
again and strike a pose with one leg elevated and one arm held up to the ceiling and the giant robot will suddenly grow into a truly 
massive machine in Gigantic Mode! You'll level entire city blocks with ease at that Godzilla-like size. And then remember the Visor? 
Flip it down at any time and your view on the TV will shift into first-person mode, letting you zoom in on the action and even fire 
Special Beam laster blasts. 

There's still more to discover beyond that, from charged-up rocket fists to powerful drill kicks and more. You'll just have to find 
each technique one at a time, taking on the included Challenge Mode to test your skills and unlock new abilities! Yes, there's 
plenty to do and see with the Labo Robot Kit, and kids especially should have a blast turning into an automaton! 
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Time to Suit Up! 


The Nintendo Labo Robot Toy-Con is a full-body experience! At launch, it's the only wearable product in the line, 
but that could certainly change in the future if kids and parents take a liking to embodying a bot with this backpack, 
visor and string-attached hands and feet. Will there be a height limit on this, though? Very tall players might not fit! 


RC Car 
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MOVING BEYOND THE big heavy- 
hitter that is the Robot Kit, Labo has 
also launched onto store shelves with 
a $69.99 Variety Kit as well. Unlike the 
Robot Kit's full focus on a single Toy- 
Con project, the Variety Kit contains 
five different cardboard creations for 
you to construct. 

First up, the Toy-Con RC Car! Your 
eyebrows may raise with quizzical 
amusement when you consider that 
Nintendo has given the name "RC Car" 
to a folded-over chunk of paper that 
has no wheels, but its set of little 
prongs that extend down to the 
surface of the table or floor function 
in the same way an actual remote- 
controlled car's tires would. Sort of. 
They don't actual move to ambulate 
this tiny contraption, but rather 
resonate in response to vibrations 
caused by the HD Rumble motors that 
are built into both Joy-Con control- 
lers. You hold the Switch itself in your 
hands and tap its touchscreen to 
trigger either or both of the Joy-Cons 
to begin vibrating. That side of the RC 
Car then responds by moving forward, 
bit by bit, to "drive" around. 

That's the basic idea, but then the 
Variety Kit also sets you up with a set 
of targets to embellish the experi- 
ence. The circular white markers can 
be detected by the IR Motion Camera 
that's built into the Joy-Con (В) and is 
constantly facing forward as you drive 
the car. Because it's infrared, it works 
in total darkness - you can create 
sneaking nighttime challenges for 
yourself or a friend to navigate. The 
car can also be put into a Self-Driving 
Mode that will cause it to seek out the 
targets on its own! 

Finally, if you've got a few more 
Joy-Cons and can assemble two RC 
Cars, there's a head-to-head 2-Player 
Mode that lets you battle them 
against each other, sumo style! Not 
too shabby for a "car" with no wheels! 
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THE MOST TRADITIONAL video game implementation of Labo in 
the Variety Kit might be found in the Toy-Con Motorbike. The 
cardboard here is shaped to form a pair of handlebars, which can 
then have a pair of Joy-Con controllers placed inside to make a 
steerable base with some weight to it. From either a first- or 
third-person perspective, virtual racing mayhem is then con- 
trolled by tilting the handlebars left and right while twisting the 
right handlebar as a throttle. 

More twists are thrown into the gameplay beyond that as well, 
as players can pop wheelies and drift using motion controls. The 
sensation of tilting the controller might remind players of past 
Mario Kart games - and even more so with the Mii-like character 
design of the cyclists on the screen. It's not known exactly who 
developed the Motorbike portion of Labo, but odds are it was 
someone previously involved with Mario Kart, whether it be the 
Japanese dev team or even Retro Studios. 

The core of the Toy-Con Motorbikes gameplay seems to be 
found in a series of Grand Prix races, with three races making up 
one Grand Prix. Screenshots show three predetermined sets of 
races as well as the option to create your own tracks to assemble 
a custom, personalized GP. 

This can be done in a few ways. The Toy-Con Mini-Bike - which 
is essentially just a Joy-Con by itself inserted into a small piece of 
cardboard folded into the shape of a full motorcycle - can be 
tilted up, down and all around to make your own custom tracks 
with varying elevations and turns. The Toy-Con Scanner - the 
gun-looking thing in the bottom right - can then be used to 
capture images and transpose them onto terrain. 

This adds alot of customization to track 
creation in odd ways, and might just be 
a great way to make courses easily. 


FEATURES 
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Aquarium 
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No need to catch and release here - the fish 
you catch will be saved for future viewing in 
Aquarium Mode, usable in connection with the 


Nintendo Labo Toy-Con Piano! 


FISHING RODS HAVE been adapted into video game 
controllers a few times before, on the Dreamcast, 
the Xbox 360, the Wii and more - there's just some- 
thing about that tangible feeling of casting a lure 
into the water, slowly unspooling a line and waiting 
for that thrilling first tug of resistance that means 
there's been a bite! It seems like a no-brainer that 
Nintendo would decide to make a Toy-Con Fishing 
Rod and include it with the Variety Kit on Day 1 of 
the Labo launch. 

The cardboard pieces you'll work to assemble 
here will create three parts. First, the rod that will 
hold the line and telescope out to full length for 
gameplay, then collapse back down into itself for 
storage. Then the reel, which promises smooth 
360-degree rotation in both clockwise and coun- 
terclockwise directions, so you can lower your bait 
into the water and then spin it back fiercely once a 
pair of jaws snaps shut around it. Finally, a third 
piece becomes a simple stand for the Switch. It 
holds the console's screen up toward you at an 
angle, with the line disappearing into the box 
behind it and magically transforming into a virtual 
line descending from the top of the display at the 
same time. 

Once everything's built, gameplay is just as you'd 
expect: You head out into open waters, cast your 
line and try to reel in the biggest, best and most 
beautiful virtual fish you can find! 


ПІ 
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ONCE YOU'VE BUILT up some confidence from piecing together a couple of other Toy-Con 
projects, why not take on the challenge of building an entire house? . . . Well, OK, the Toy- 
Con House isn't on such a scale that you'd need to hire an HGTV crew to come out and help 
you with construction, but once you're done setting up its walls and putting a roof on top, it 
will be move-in ready for one tiny tenant! You can catch a glimpse of him on the Switch 
screen pictured below: He's a happy little spherical alien animal with a pair of pointy ears 
and a pair of eyes that hover inside a hole that also happens to be his mouth. (Weird, | know.) 

This roly-poly little buddy can get into all kinds of wacky situations depending on what you do to interact with the House. If 

you pick up his home and move it around, he'll roll and bounce off the walls. If you add more components to its construction, 

though, that's when things really go nuts! The Toy-Con House comes with four different Blocks to mix things up. The Button 

Block gives you a simple boppable button to press to affect change inside the homes interior, from things as simple as 

turning off the lights to being a control input during minigames. There's a Crank Block that interacts with various rotating 

objects inside, like being the way you spin the jump rope in the minigame seen below. There's a Cable Block that can link two 

"windows," causing connected effects like opening black hole-ish portals that will suck up and 

Spit out our diminutive denizen, and finally a Key Block that, among other things, triggers an 

all-new cameo appearance by Nintendo's Ultra Hand, the reach-extending grabber arm toy 

we just talked about back on Page 35! (Clearly, Nintendo's designers are themselves aware 

of how these Labo Toy-Cons are tapping back into the creativity of the Before Mario era.) 

While causing different silly things to happen to the creature inside the Toy-Con 

House is a big focus of the fun here, there are several minigames beyond 

the jump rope challenge that get him "outside" to flex his little legs. 

You can take him to a bowling alley, send him sailing through 

the sky while holding onto a helium balloon and even 

take on a series of Donkey Kong Country-esque 

minecart race courses! Out of all five Toy- 

Cons in the Variety Kit, the House 

may well have the most variety. 
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Variety Kit 


Just to review, the Nintendo Labo 
Variety Kit retails for $69.99 and 
contains the RC Car, Fishing Rod, 

House, Motorbike and Piano Toy-Cons. 


псе Ф ROBOT KIT 


NINTENDO 
| LABO. | 
DISCOVER 


rr 


Robot Kit 


Meanwhile, the Robot Kit is set at an 
MSRP of $79.99 and contains the 
Toy-Con Robot. Just one instead of 
five, but it's the biggest of the bunch! 


OMIZATION SET. < 
4 
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Customization Set 


Finally, Nintendo's also released a 
$9.99 set of decorations you can use 
to add some extra style. Snag some 

stickers, stencils and special tape! 


SO A TOTAL of six different Toy-Con 

projects have launched the Nintendo 

Labo product line - but potentially the 

biggest piece of the entire package is 

not something that arrives in either 

Kit in ready-to-assemble physical 

form. No, the true creativity and real 

game-changer in this whole novel new initiative is hidden away in a sub- 
menu once you move beyond playing around with the surface-level Labo 
content. Do a little digging and you'll unearth the Toy-Con Garage! 

STEM teachers, parents and kids take note - Nintendo's stepping into the 
world of teaching kids how to code. The Nintendo Labo Toy-Con Garage is a 
software suite that opens up all the possibilities of the Switch and its many 
controllers and lays them out on a table to be picked up and played with. A 
simple user interface illustrated with boxes and lines allows users to exper- 
iment with If-Then programming in as straightforward or as complicated a 
manner as they choose. 

For example, you might choose to begin a sequence with "If the A Button 
is pressed." Then you choose some action to result from that trigger, like 
"Then make the Nintendo Switch screen light up." Both the If and the Then 
statements live in boxes on the touchscreen, and dragging a line from one 
to the other connects them into a cause-and-effect relationship. You can 
test it out immediately: Press the A Button and you'll see the Switch screen 
illuminate instantly. 

You can choose to have any button input, ortilting a controller, or tapping 
a specific spot on the Switch touchscreen or any of a number of other 
things be the triggers for other actions to occur, and those resultant 


actions are numerous as well - vibrating the HD Rumble of the Joy-Cons, 
causing specific sounds to play, the works. The possibilities are vast! 

But the real magic will be when creators craft their own cardboard toys 
from old boxes around the house and make Garage software that turns 
those tangible materials into real, original Labo Toy-Cons! Here's hoping a 
truly creative community is born with this, as | want to see everyone's ideas! 


WHILE THE ROBOT Kit and — 
Variety Kit have kicked off 
the Labo line, they're not the 
only products that are part of 
this project. Nintendo's also 
given us quick glimpses of a 
few future Toy-Cons, like this 
Toy-Con Bird! The Switch is inserted into a frame 
at the rear while your hands grasp a pair of 
squeeze controls that cause the cardboard bird's 
wings to flap. The Joy-Con (R) becomes the bird's 
head and beak, tracking its head-bobbing 
motions as you cause it to soar through the sky. 
But what will the gameplay on the screen be like? 
That's the real mystery for this folded fowl! 


Kick Pedal 


AT FIRST GLANCE this Toy-Con appears to be the 
kind of pedal used by drummers, making us 
wonder if a Musical Instrument Kit could be in the 
works, springboarding off the foundation of the 
Toy-Con Piano. But a brief bit of footage from 
Nintendo showed this contraption working in 
concert with the Bird above! Huh? Does it kick up 
some kind of updrafts for the bird to ride? 


FOLLOWING UP ON 
the Motorbike Toy- 
Con will be this Car 
Toy-Con. Not ап 
entire car, of course. 
But just as the 
Motorbike is only a 
pair of handlebars and you have to use 
your imagination for the rest of the 
vehicle, here you'll get the essentials 
of the steering wheel and gas pedal 
and you'll just need to picture the rest 
in your mind! The gameplay action 
seems like itll be on the TV for this 
one. What kind of racer will we get? 
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OK, SO NOT every 

future Toy-Con is as 

instantly apparent as 

the Car or Bird. Like, 

what in the world is 

this thing? I'm giving 

ї the temporary 

name "Toy-Con Arm" because it seems like it's 
meant to be an extension of your ability to reach 
things, and the single second of footage we've 
seen of it in action shows that it has kind of an 
elbow built into it too. The Joy-Con (R) is moved in 
a kind of scooping, catching motion, as if there's a 
virtual object falling from the sky and you've got to 
nab it before it crashes to the ground. Odd! 


Flight Stick 


NO QUESTION ABOUT this one, though - this is a 
classic video game controller brought back into 
modern relevance via Labo-brand cardboard. This 
kind of flight stick controller was available in a 
couple of forms from third-party peripheral 
makers back in the NES era, but Nintendo never 
made one themselves. Now they have! What kind 
of aircraft will we command with this? 


AND WHILE 


WE'RE оп 

the subject 

of classic 

NES era 

controllers, 

how about 

bringing back the Zapper? This Toy-Con Blaster 
isnt exactly the weapon we once wielded with 
Duck Hunt and also doesn't match up much with 
the SNES era Super Scope either - this seems 
more like a shotgun, as it's got a pump-action 
feature built in that causes the Joy-Con to retract 
backward briefly into the barrel. Oh well, it's 
different, but I'll still hope for Labo Duck Hunt! 
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Camera 


AS A NINTENDO journalist, I'm contractually obli- 
gated to beg for a sequel to Pokémon Snap any 
time anything camera-related comes out of 
Nintendo's doors. So, "Snap 2, please!” It's not too 
likely that this Labo Camera Toy-Con will have any 
connection with Рікасһив brand, but its 
gameplay may end up being similar: trying to 
snap the best photos possible for a high score! 


FINALLY, I'M AT at a loss with this last one. It kind 
of looks like a car engine, or a waterwheel con- 
nected to a riverside mill? Two wheels, actually, 
with players places their hands on either side and 
twisting and turning both of them in tandem to 
control ... something happening on the Switch 
screen. Nintendos certainly got me intrigued to 
learn more about this mysterious Toy-Con! 


And that's our look at the all-new Nintendo Labo line 
of cardboard-constructed Toy-Con projects as it 
exists at launch! Will this brand-new brand build a 
strong connection with kids and parents, or will its 
"some assembly required" toys get put together 
once, then tossed aside? Only time will tell if this is 
the beginning of Nintendo's next big success story 
or just another quirky footnote in the company's 

130-year history! Stay weird, Nintendo! © 
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ARLO'S HEADCANON 


LINK UNDER PRESSURE 


THE WALLS OF the cabin shook. The noise outside had grown to an ear-splitting cacophony. Link stood with his back pressed against 
the door, unsure of what he should do next. 
He listened to them for a few moments, feeling each impact as they struck the door again and again. It was thick though, and seemed like it 
would hold, so he stepped slowly away. He crept through the abandoned cabin, straining to see in the dim light. He looked to the solitary window. 
t was dark, covered by a heavy curtain. The boards under his feet creaked as he moved toward it, and he wondered if he might be able to crawl out 
when things died down... 
CRASH! 
Glass flew everywhere and the curtains flew open. Suddenly a little white head was poking through the window, its tiny eyes angry, its waddle 
jiggling, its beak pecking furiously at the air. Link screamed and pushed it back outside, then ran to the side of a nearby bookcase and shoved until it 
covered the window. Luckily no more had gotten in, but they were pounding and pecking at the bookcase now, threatening to tip it over. 
Link turned when he heard the noise of splintering wood. The front door, as thick as it was, was beginning to crack. The walls were shaking more 
than ever now, and the chorus of clucking was growing louder still. He scanned the room, his mind working fast, and his attention landed on the fire- 
place. Without hesitation he crossed the room, crawled through the cold ashes and began scrabbling up the chimney. He hadn't gained much height 
when he heard another loud crash. Either the bookcase or the door had given out, and he could tell that the cabin was filling with them. He picked up 
his pace and climbed until his head finally poked out into the cool night air. He pulled himself out of the chimney, dusted himself off and looked 
around. 
Hundreds of them, completely surrounding the cabin, all flapping around and clucking furiously. They couldn't quite get enough height to reach him 
on the roof, but they were coming close, and the walls were starting to break down under the constant barrage of pecking. There wasn't much time. 
He made a quick mental note to always watch his step when a Cucco was around. 
ost of his items had been lost in the initial chase, so he reached into his pocket and pulled out the one thing he'd managed to hold onto: his 
ocarina. He stared at it, considering. 
"| know!" he said to himself. "I'll call my trusty flying bird! He'll fly me out of here!" So he played a little ditty and looked expectantly up at the sky. 
Sure enough, only a moment later he could see it heading toward him, growing closer by the second. Only . . . it didn't seem to be slowing down... 
Right before it reached him he saw the rooster's angry eyes, and he jumped out of the way just in time to avoid its spurs. He regained his balance 
and watched as it flew off again. "Alfons, not you too!" he called sadly. 
Link held his ocarina up again, thinking hard. "Epona!" he said. "She's not a Cucco! My trusty steed will surely come to my aid!" He played Epona's 
Song and in a flash she was emerging from the trees, heading for the cabin. "Come, my dear horse! Carry me to safety! We..." 
He was cut off when Epona charged into the fray, trampling dozens and dozens of Cuccos. The birds flapped and crowed furiously, 
nd countless more of them began to fly in from who-knows-where and crowd the cabin. The excitement spooked Epona 
nd she took off again, leaving behind upward of a thousand Cuccos, which were piling so high they could nearly reach 
the roof. The walls began to buckle. 
Link made a scared little noise. "Got to think, got to think!" He racked his brain for the right song to play, then 
snapped his fingers when he thought of one. "If | advance time, maybe they'll forget that they want to kill me!" 
The Sun's Song floated on the night air, and soon the moon fell and the morning sun rose up above the horizon. 
Every single Cucco stopped what they were doing and crowed simultaneously, and the sound was so loud 
that the cabin shuddered and Link fell to his knees, covering his ears. When they were done they continued 
their siege. 
Link stood up, rubbing his ears. "Well that didn't work!" he said. "Uh... Song of Storms! Yeah! The wind will 
blow them away, or the rain will wash them away, or something!" 
He played the song and dark clouds covered the sun. A torrent of rain began to fall. Great gales of wind swept 
around the cabin, blowing the Cuccos up into the air, and soon the entire sky was filled with the murderous 
birds. "No! That's not what I wanted!" he cried into the storm. A bolt of lightning struck the chimney 
and he screamed as it exploded. The Cuccos were closing in from all directions now, and the cabin 
tipped and swayed as he tried to keep his feet against the wind. 
Suddenly, it came to him. 
He put the ocarina to his mouth and began to play Zelda's Lullaby. Almost instantly the Cuccos 
grew calm and the storm began to clear. The birds fluttered back down to the ground as he 
moved into the Goron Lullaby, and he finished off with Serenade of Water just to be 
safe — that one always made him pretty sleepy. When he was finished they were 
all asleep, their heads tucked behind their wings. 
Link lowered himself slowly onto a pile of crates beside the cabin, then 
dropped to the ground. Miraculously there were a few small gaps between the 
Cuccos, and he tiptoed through them. When he'd finally gotten through, he 
turned back and smiled at the sleeping birds, his fists proudly planted on his hips. 
Then he turned to walk away and his foot made contact with a Cucco, which 
woke instantly. 
It crowed angrily. The rest of them crowed as well. 
Link ran. 
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PERIPHERAL VISION: NINTENDO'S MOST 
PERIPHERALS 


As a cascade of cardboard crashes into our homes, we look back on some of the Big N's most limited past accessories. 


OF ALL THE game companies in the world, there beyond their original intended purposes. The Super they were specifically designed to do. Sure, we've all 
aren't many that appreciate a good peripheral the NES Mouse may have been designed for Mario Paint, heard stories about people beating SoulCalibur with a 
way Nintendo does. No matter how many times they but in time it gained compatibility with over 60 titles. Dreamcast fishing controller, or taking on Dark Souls 
reinvent themselves, they always manage to hold The Wii Balance Board may have sold people on the with a Rock Band guitar, but those are exceptional 
onto that toymaker mentality that defines so much of idea of getting in shape with Wii Fit, but it also helped circumstances. For the most part, even though they 
their history. That's probably why they've had so Little Mac dodge in Punch-Out!!, simulated a skate- were made of hard plastic instead of recyclable card- 
many success stories in that department, and with board in Skate It and even dropped blocks in Tetris board, these accessories were considered to be more 
Labo on the way, they seem poised to set the world Party Deluxe. or less disposable once their novelty wore off. Before 
on fire yet again. (Hopefully not literally. It is card- Of course, other times the world of accessories long, they wound up in garage sales and garbage bins 
board, after all!) Inventions like the Power Pad, the isn't so kind, and many creative contraptions could all over the world, only remembered by avid collec- 
Super Scope or the WaveBird all offered players an never match the staying power of the Zapper or NES tors and video game historians. They all had a 
opportunity to experience games in ways their Advantage. Be it from lack of popularity or limited purpose though, and each one has some sort of story 
packed-in controllers could never dream of. usability, Nintendo's consoles have been home to to tell. So, what were they? Why didn't they last? Let's 
Sometimes, those accessories even found life many peripherals that, like Labo, really only did what have a look! — KRIS 


DECADES AHEAD OF ITS TIME 


THE FAMICOM 3D SYSTEM 


3D IS A dream Nintendo's been chasing for decades. They finally got it right with the 3DS family 
of systems, but they took a long road to get there. We all remember the Virtual Boy and its sub- 
sequent catastrophic sales. Some of us remember the mail-order 3D Glasses for the NES game 
Rad Racer, or even the cardboard ones included with games like Orb-3D. Before that though, 
there was 1987's Famicom 3D System. Similar to the Vectrex 3D Imager or the Master System's 
SegaScope 3-D Glasses, Nintendo's 3D peripheral was a set of what's referred to as "active 
shutter glasses." What that means is the glasses, or, in this case, headset, would quickly block 
vision from one eye while simultaneously showing images from slightly different perspectives to 
the other, creating the illusion of 3D. Unlike Sega's sleek version that looked like a futuristic pair 
of sunglasses, the 3D System was big and clunky, which probably didn't do much to make it seem 
attractive to consumers. Coupled with a meager library of just six compatible games, the 3D 
System unsurprisingly failed to catch on and never saw release outside of Japan. That's probably 
why Western gamers never saw localizations of titles like Konami's Falsion and Nintendo's own 
3D Hot Rally. At least we were spared a headache — there's no way it was comfortable to wear! 


IN THE AGE BEFORE THE INTERNET 


THE MODEM CONTROLLER 


THIS CONTROLLER HAS the unique distinction of being the only one on this list that never 
had a game specifically released for it. It did, however, have a couple of non-games that are 
pretty interesting to say the least! Much like 3D visuals, online connectivity is something 
Nintendo has been dabbling in for a very long time. Way back in 1988, the Family Computer 
Network System was released and it was . . . not attractive. While it served as a precursor to the 
more popular BSX Satellaview for the Super Famicom, this monstrosity allowed people to 
connect their Famicom consoles to a primitive online network. At first, it was primarily used for 
stock market trading, which was actually the impetus for the modems existence in the first 
place, but thanks to interest from the Japan Racing Association, it eventually turned into a way to 
officially and legally place bets on horse races from the comfort of your couch, a service that was 
astonishingly still in use until 2015! The controller had a numeric pad to help you interface with 
the available programs, but that's where its functionality ended. Not only were no games ever 
actually produced for the modem, but no existing Famicom games utilized the controller's extra 
buttons, making this particular peripheral fairly useless (unless you were really into horse races). 


THE POWER GLOVE 


LUCAS BARTON WALKS over to his television set. His "team" opens up his mon- 
ogrammed attaché case, and inside rests . . . the Power Glove. He fires up a game of 
Rad Racer and, well, the rest is history. This legendary scene from The Wizard made the 
Power Glove look like the ultimate in cool, but if you pay attention, you may notice that Lucas 
doesn't get very far in the game. Probably because in reality, the Power Glove actually is, as he 
Says, "so bad." In most games, the Power Glove acted sort of like a Wii Remote, replacing button 
presses with various gestures. Unfortunately, its responsiveness was frequently less than 
accurate. What's worse, setting it up was a real chore. Before playing, you had to place a set of 
ultrasonic speakers on your TV so that soundwaves could bounce around and tell the game 
where the glove was in relation to your screen. It's really quite brilliant, if a little bizarre, but the 
speakers didn't weigh much, so without Velcro-ing them to your TV, they would more often than 
not just wind up on the floor. There were two games designed specifically for the Power Glove: 
Super Glove Ball and Bad Street Brawler. On one hand, Super Glove Ball works pretty well. 
On the other, well . . . the less said about Bad Street Brawler, the better. 


THE N64 BIO SENSOR 


DID YOU EVER look at pictures of the unreleased Wii Vitality Sensor and think to yourself, 
"That's pretty weird, but could it be weirder"? Well, let me introduce you to the Nintendo 64 Bio 
Sensor! Prepare to throw comfort to the wind as you clip this manifestation of insanity to your 
ear and have your heart rate monitored while trying to concentrate on a game of Tetris. Why 
Tetris? Because the Japan-exclusive Tetris 64 was the only game compatible with it! To be fair, as 
completely bananas as the Bio Sensor is, the idea behind it is actually kind of cool. If you fired up 
the "Bio Tetris" mode in Tetris 64, the game would speed up or slow down depending on how 
stressed you were while playing. Having it clip to your ear instead of your finger, like the afore- 
mentioned, ill-fated Wii Vitality Sensor, allows the player access to all their fingers while playing 
which, in case you didn't know, is kind of important for video games. Having a wire dangling off 
your ear would have been weird, but it’s a shame nobody else took advantage of this tech. Can 
you picture a Resident Evil that times its jump scares around your heart rate? Or an Olympics 
game featuring real-time fatigue? Given Nintendo's history of revisiting ideas, | wouldn't be sur- 
prised to see this one resurface someday. Let's just hope that when it does, it's wireless. 


THE N64 MOUSE 


A MOUSE ON a home console has always been a dicey proposition. Since the dawn of man, 
there's always been a clear distinction between console and PC gaming. Sure, game consoles of 
yore used to tout things like keyboards and accounting programs to try and sell families on the 

prospect of their system being more than just a way to play games. But at the end of the day, 
console gamers used controllers and PC gamers used a keyboard and mouse. Then in 1992, the 

SNES Mouse bucked that trend with Mario Paint and a hefty list of other compatible titles. 
Clearly, there was a place for this kind of input device in the home console scene. Why then did 
the N64 Mouse wind up with such paltry support? The likeliest answer is its ties to the 64DD and 
its, let's say, underwhelming sales. The only games that were compatible with the N64 Mouse 
were the Mario Artist games and SimCity 64, all of which were 64DD exclusives. There was also 
some functionality with a photo editing game called Mario no Photopi, but that wasn't exactly a 
system seller either. While SNES gamers enjoyed supplemental controls and sometimes 

game-changing mouse functionality in titles like Doom, TinStar and Lemmings 2, Nintendo 64 

games like GoldenEye missed out on the opportunity to feature the precision a mouse can bring. 


VOICE RECOGNITION UNIT 


WITH THE SUCCESS of the Pokémon franchise reaching fever-pitch levels, it wasn't long before 
all manner of spin-offs popped up to fill the gaps between mainline franchise releases. One 
example was a game called Hey You, Pikachu! for Nintendo 64. The gimmick here is that you get 
to actually talk to Pikachu — which, on paper, sounds like something kids would go nuts for. If you 
think about it though, Pikachu can only say his own name (unless he's a detective, apparently), so 
there's really no way to tell for sure that the little yellow guy is actually understanding what 
you're saying. But that's part of the brilliance of the Nintendo 64 Voice Recognition Unit. It didn't 
even really have to work correctly 100% of the time to be considered "functional." The downside, 
though, was just how cumbersome it was to use. Instead of utilizing the Controller Pak slot on the 
back of the Nintendo 64 controller, the VRU needed to be plugged directly into one of the con- 
sole's controller ports. Then the microphone itself plugged into the base unit, which could then 
be clipped onto your controller. Not exactly a great setup for getting comfy on the couch! While 
Hey You, Pikachu! was the only game released for the peripheral in the U.S., Japan saw a second 
game with VRU support in the form of Densha de Go! 2 Kosoku-hen, a train driving simulator. 


THE GAMECUBE MIC 


BUT WAIT, NINTENDO wasn't done with microphones just yet! They tried again with the 
GameCube Microphone, and while it still wasn't the game-changing success it could have been, it 
was certainly a step in the right direction. This time, the microphone plugged into the system's 
memory card slot, leaving all the controller ports available for multiplayer games, which is a 
good thing because it originally came bundled with Mario Party 6. It also worked with Karaoke 
Revolution Party, a Japan-exclusive quiz show game called Densetsu no Quiz Ou Ketteisen, and 
the inevitable Mario Party 7. However, the single greatest achievement of the GameCube 
Microphone is also one of the most bizarre games Nintendo has ever published. Scratch that — 
it's one of the most bizarre games anyone has ever published! Created by Yoot Saito, the man 
famous (or infamous, depending on who you talk to) for creating the Sega Dreamcast game 
Seaman, Odama was a voice-controlled real-time feudal-era military strategy pinball game. And 
yes, it's somehow even weirder than it sounds. Words cannot properly capture the magnificence 
and utter insanity of this oddity. It's complicated as heck, but if you can manage to actually figure 
it out, it's a ton of fun. Odama is life, and it made this peripheral well worth its existence. 


THE DK BONGOS 


AHH, THE DK BONGOS, a set of plastic drums for the GameCube with a built-in microphone in 
the middle. In case you've never had the pleasure of seeing these things in person, they have 
exactly four inputs: a left bongo, right bongo, microphone and Start button. Not unlike the Guitar 
Hero DS attachment or the Taiko Drum Master drum, it would be unreasonable to expect the DK 
Bongos to work with anything other than the Donkey Konga games. However, Nintendo managed 
to find more life for the peripheral in the form of the brilliant-yet-overlooked Donkey Kong: 
Jungle Beat. Created by the minds behind Super Mario Galaxy, this phenomenal 2D platformer 
works far better than it has any right to. To control it, you tap the left or right bongo to make DK 
move, tap them both at the same time to make him jump and clap your hands to collect bananas. 
It even has super fun Punch-Out!!-inspired boss battles where you smack the bongos to punch 
your opponents in the face! Not many bought into the idea though, and future projects had their 
bongo functionality removed. Donkey Kong: Bongo Blast became the motion-controlled Donkey 
Kong: Barrel Blast for Wii, and the two-player mode in Odama, wherein a second player could 
beat the drums to either distract enemy soldiers or boost the morale of their own, was scrapped. 


R.O.B. THE ROBOT 


ITS STRANGE TO think there are people who only know R.O.B. as that weird 
robot in Smash Bros., or as an unlockable racer in Mario Kart DS, because 
he's so much more than that! Sure, he's slow, makes a very loud buzzing 
noise when he moves and only works with two NES games, but he's also one 
of the most important figures in the history of video games. 

In the wake of the U.S. video game market crash, Nintendo was having a 
hard time convincing American retailers to carry their new console, the 
Nintendo Entertainment System. Their Famicom was selling like gangbusters 
in Japan, and Nintendo knew that if they could just get U.S. customers to try 
their games, they would be hooked. But they couldn't make that happen if 
stores weren't willing to sell it! So they did what any good toy company would 
do in that situation: They invented a robot. The Robotic Operating Buddy, 
a.k.a. R.O.B., was a hot new toy that looked awesome, moved on his own and 
just so happened to interact with a couple of video games. He was cool. He 
was futuristic. But most importantly, he was marketable. If Nintendo couldn't 
sell retailers on their new system, they'd sell them on R.O.B. instead, and 
wouldn't you know, it worked like an absolute charm. Just as Nintendo pre- 
dicted, once their robot marketing campaign got them through the door, 
Super Mario Bros., Duck Hunt, Donkey Kong and more won customers over 
nationwide, solidifying their place in video game culture for generations to 
come and simultaneously revitalizing the U.S. video game market. 

So, how does R.O.B. work? Well . . . not that great. Games communicate 
with his eyes via flashes of color on the screen, similar to how the Zapper gun 
works. They see the colored flashes, and R.O.B. reacts accordingly. Like many 
of the accessories we've talked about already, R.O.B. is a really cool concept, 
but in practice, "fun" probably isn't the word most people would use to 
describe the experience. Fortunately for us all, he only worked with two 
titles: Gyromite and Stack-Up. In both games, you play as Professor Hector, 
who some eagle-eyed fans may recognize as the little scientist dude who runs 
around at the bottom of the menu screens in Tetris DS. In Gyromite, you have 
to navigate the Professor through a 2D platforming environment with R.O.B. 
helping you open and close doors. In Stack-Up, you jump on different squares 
to tell R.O.B. which colored discs to pick up and then stack in color order. 
Neither game is necessarily bad, and they both feature awesome music by 
Hirokazu Tanaka (Super Mario Land, Metroid, etc.), but probably the most 
interesting thing they have in common is the fact that R.O.B. is completely 


unnecessary to play either of them. In Gyromite, the player controls 
Hector with a regular controller plugged into Port 1. For R.O.B. to open 
the doors, he has to pick up these little Gyro things that get placed 
inside a battery-powered spinner module attached to R.O.B.'s base, and 
place them on giant red and blue buttons — which, when pressed down 
with the weight of a spinning gyro, move an arm contraption which in 
turn presses a button on a second controller plugged into Port 2, which 
sits in a tray attached to the other side of R.O.B.'s base. Or, if that all 
sounds too complicated, you could just pick up the second controller 
and press the buttons yourself. In Stack-Up, R.O.B. is slightly less super- 
fluous, but only slightly. There aren't any actual electronics involved in 
R.O.B.'s attachments, so the game has no idea if you're following its 
instructions or not. Of course, playing without R.O.B. renders the game 
ultimately pointless, since the assumption is that the fun here is 
watching R.O.B. slowly stack these plastic doodads, but if you wanted 
to skip the robot and stack up some colored things yourself, you could. 

In the end, R.O.B. had two purposes, and he only really succeeded at 
one of them. As a way of interacting with NES games, he wasn't so 
good. As a Trojan Horse to help regenerate the American video game 
industry, he knocked it out of the park. There's no debating which of 
those two was the more important, and having so thoroughly suc- 
ceeded at his mission, he's earned the right to call himself your Robotic 
Operating Buddy. 


CHARACTER PROFILE 


LE @ г 
While his career as а plastic peripheral was seriously short-lived, this FIRST APPEARANCE 
Robotic Operating Buddy quickly made the transition to in-game icon! (AS AN IN-GAME CHARACTER) 
Let's look back across the many cameos, shout-outs and full-on KIRBY'S DREAM LAND 3 (1997) 
playable appearances R.O.B. has racked up over the past few decades! 


Finally, the original R.O.B. popped up The real R.O.B. then loomed large in a R.O.B. skyrocketed into mainstream The Smash Bros. series has continued 
in Kirby's Dream Land 3, alongside huge cameo appearance as a massive stardom when he joined the fighting to keep him in the public eye ever 
his creator Professor Hector! background element in F-Zero GX. roster of Super Smash Bros. Brawl! since, and his most recent appear- 


ance there earned him the honor of 
being immortalized as an amiibo 
figure as well. Two amiibos, actually! 


With a new Super Smash Bros. sequel 
now announced, R.O.B.'s dedicated 


Before he ever appeared in a game ...and his name was lifted and given Sadly, something terrible befell him fans can hold out hope that he'll once 
as himself, R.O.B.'s likeness was used to another different character, before the events of Pikmin 2, as his again make the roster. Surely they 
for Nav-Com in StarTropics . . . R.O.B. 64 in Star Fox 64. head was found and recovered there. wouldn't cut everyone's best Buddy? 


Being an unlockable bonus character in a Mario Kart 
game was great, but R.O.B.'s next move was seriously 


major — not only did Super Smash Bros. Brawl cast When the following Smash Bros. sequels cut out the 


him as a new playable fighter, but the single-player story-focused single-player component, the potential 

story mode, The Subspace Emissary, featured an for R.O.B. to play another major role in another narra- 

entire army of R.O.B. robots as antagonists! And then, tive faded away. Our Buddy maintained his position in 

While his memory was kept alive through his various cameo beyond that, the lead villain throughout most of the the series' playable roster, though, surviving a round 
appearances in the 20 years following his launch as a tangible story, the Ancient Minister, was (spoiler warning) of cuts that left a few other Brawl fighters behind. 

plastic product, R.O.B.'s legacy was really secured when he revealed to be R.O.B. in disguise the whole time! He R.O.B. currently commands a mid-tier position in the 

earned the rare honor of becoming a non-Mario series playable didn't stay on the side of evil, though — by the end of competitive Smash community. He's not the best pick, 

racer in Mario Kart DS! the tale he was working with the heroes. but certainly not the worst either! 


BY LUCAS M. THOMAS 
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WHATS IN ANAME? 


While we call him R.O.B. in the West, he's simply and 
straightforwardly known as "Robot" in Japan. (Gyromite 
and Stack-Up are called "Robot Gyro" and "Robot Block" 

there, too.) The split in nomenclature is paired with a 
divide in coloration as well — as seen from his "Famicom 

Colors" amiibo variant, he's white and red in Japan! 


НЕ таи. 


CRUSHING 
GRIP 


“Look at that cute little robot!” 
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WARP ZONE 


What Nintendo Power was writing about way back when. 


ISSUE #48 KICKED off with Batman Returns on 
the cover, now coming to us from Konami instead of 
Sunsoft. It's joined on the Super Nintendo 
Entertainment System by The Lost Vikings, 
Shadowrun and a multi-game special from the 
newspaper-like "Sports Scene" section of the 
"Nintendo Power Examiner." AII this, plus a poster 
for Bubsy in Claws Encounters of the Furred Kind — 
a prized collectible today, if ever there was one. 

In the land of 8-bits, Game Boy players got to 
check out Great Greed, then wrestle with Ring Rage, 
Zen: Intergalactic Ninja and a four-page preview of 
future classic The Legend of Zelda: Link's 
Awakening. Kirby's Adventure debuted the tough 
cream puff on home consoles, where it was joined 
on the NES by Super Turrican and The Incredible 
Crash Dummies. 

In comics, Fox McCloud was thrown in the brig 
after planning to use the Black Hole to mount a 
surprise assault on Venom and Falco "talked" him 
out of it (plus a nice bit of exposition about Fox's 
Dad and Andross). Elsewhere, Nester's Adventures 
saw him develop an... innovative technique for 
keeping his MechWarrior from overheating. 

Speaking of Nester, the winners of the '92 Nester 
Awards were revealed, with Street Fighter ІІ: The 
World Warrior, Super Mario Land 2: 6 Golden Coins 
and Mega Man 4 taking home the "Best Overall" 
awards for their respective platforms. This mostly 
mirrored the Top 20, except the re-release of The 
Legend of Zelda saw it take the top NES spot, with 
Mega Man 5 besting the award-winner in the #4 
spot. 

No one quite knew what to expect when it was 
announced that there would be a live-action Super 
Mario Bros. movie, but a four page behind-the- 
scenes feature helped (?) prepare fans for the film's 


May 28, 1993 arrival. 

Player's Poll winners would receive a Kawasaki 
TS jet ski prize package, and Pak Watch delivered a 
peek at Final Fight ІІ and Battletoads & Double 
Dragon for the NES... 

. . Which also happened to be the cover game 
for Issue #49, as part of a triple feature with 
Battletoads in Battlemaniacs for the Super NES and 
Battletoads in Ragnarok's World on Game Boy. 

Rounding out the 16-bit offerings are B.O.B., 
Taz-Mania and Yoshi's Cookie, plus a Vegas Stakes/ 
Super Caesars Palace double feature. Bubble 
Bobble Part 2, Titus the Fox and Raging Fighter 
filled out the Game Boy department, while Fire 'n 
Ice for the NES was joined by "NES Hockey Havoc" 
and "Nester's Father's Day Challenge," in which the 
comic kid was adequately schooled by his older 
doppelganger in various classics. 

Speaking of Nester, Batman and Catwoman put a 
quick stop to his superhero career. Elsewhere, Star 
Fox's assault on Venom was a rousing success, thus 
marking the end of the comic . . . or did it? 

This issue also contained a number of other 
features, including Power U (i.e. "our chance to bag 
on SEGA"), Take Control (four pages of first- and 
third-party Super NES controllers and peripherals) 
and some wordy Power Puzzlers. 

In the Top 20, The Legend of Zelda: A Link to the 
Past reclaimed #1 glory for the Super NES, but 
Super Mario Bros. 3 ousted the original Zelda from 
the NES's top spot. Player's Poll winners got a trip 
to WWF SummerSlam, and Pak-Watch gave us our 
first screen of Super Mario All-Stars (complete with 
blue overalls on Mario in SMB — something that 
didn't make it into the final game!). Capping off 
everything was a tease for the upcoming Mario 
Paint Player's Guide. — DAVID 
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NF: First up, how did you guys each 
get started in the video game 
industry? 

| гап a fake video 
game company with my friends in 
third grade. I'd go around the school- 
yard selling horrible games I'd made in 
QBASIC as well as hocking homemade 
unlicensed Nintendo trading card 
games. This sparked an unending 
desire in me to get into actual game 
development. 

While | was a junior in college, | 
started working as a game tester at 
Epic Games on Gears of War 2. This 
was a ridiculously tough job as I joined 
the team during a very intense crunch 
(13-hour days for seven days a week) 
and had to balance that with being a 
full-time student. I left Epic shortly 
after Gears 2 shipped so that | could 
focus on completing my Computer 
Science degree. In 2010, during my 
final semester of college, | started 
Mighty Rabbit Studios so that І could 
develop Saturday Morning RPG. That 
lead me directly to starting Limited 
Run with Douglas, and here we are! 

| first started 
as a tester working for Josh at Mighty 
Rabbit Studios on Breach & Clear for 
mobile in 2013. About six months later 
| got a job at Ubisoft doing technical 
support. | did both jobs until 2015, 
when I was laid off from Ubisoft. Then 
| went full-time at Mighty Rabbit 
Studios doing community manage- 
ment and tech support, as well as 
testing. Around the summer of 2015 
Josh asked me to start Limited Run 
with him and the rest is history. 


Now you're both best known as the 
co-founders of Limited Run Games. 
Can you explain what LRG is all about 
for any of our readers who aren't 
already familiar? 

Limited Run Games is a 
publisher of limited physical games 
that were previously only available 
digitally. Our goal is to help preserve 
games and to keep the physical fight 
going. We want to help developers 
preserve their games and help fund 
their next project! 


As of this interview, you've already 
produced over 130 different limited 
runs representing games from 
dozens of different studios. Do you 
reach out to these developers and 
pitch doing physical print runs to 
them, or is it the other way around 
with studios reaching out to you 
first? 

It's a mix. We've built up a 
really solid reputation within the 
development community, so a lot of 


developers come to us. There are still 
plenty of games that we have to 
pursue relentlessly to sign, though. 

One of the ways I person- 
ally enjoy signing games is at conven- 
tions. It gives me a chance to play the 
game and observe the crowd's 
reaction. | also love meeting develop- 
ers face to face! 


You've been focused primarily on 
PlayStation platforms for the past 
few years, but now you're in the 
midst of expanding into doing limited 
runs of Nintendo Switch games as 
well. What was the process of gaining 
Nintendo's approval like? 

Nintendo have been great to 
work with. Initially, it was pretty diffi- 
cult for us to get the necessary 
approval to publish on the platform, 
but that was likely because we origi- 
nally tried to get on the platform too 
close to when it launched. We finally 
got approval to publish on the Switch 
around the Fall of 2017, maybe eight 
or nine months after our first contact 
with them. 

| love Nintendo. Their 
attention to detail has been fascinat- 
ing to observe. They really seem to 
genuinely care about supporting you 
on the platform. Everyone there has 
been really nice and helpful. | feel 
honored that they accepted us. 


How about insights into the actual 
Switch cartridge manufacturing 
process? What all goes into making a 
digital Switch game become a real, 
tangible, hold-it-in-your-hands 
physical cartridge? 

There’s quite a bit involved and 
pretty much all of it is just logistical 
stuff. You have to order the cartridges 
from Nintendo and coordinate their 
delivery from Japan to the United 
States. Once that’s taken care of, you 
need to have partnerships in place for 
both the print and assembly of the 
final packaged product. It’s a bit more 
involved than anything we've done 
before, but we're learning fast. 


As we're publishing this issue of NF, 
your Switch limited runs have offi- 
cially kicked off — you opened up 
pre-orders for your first Switch 
release, Thimbleweed Park, on 
March 30. Is there a schedule in 
place for future runs yet? Will we see 
a new Switch release once a month? 
Twice a month? Less often? More? 
Our next two releases will be 
Mercenary Kings and Flinthook, which 
will be available side-by-side in April. 
Both games were developed by Tribute 
Games, a game developer we love 
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that is comprised of several industry 
veterans who have worked on, among 
other things, Scott Pilgrim vs. the 
World: The Game. The plan is to take it 
slow on Switch and never release 
more than two games a month. We've 
been exhausting ourselves with our 
pace on PlayStation, so we're taking a 
more methodical approach on Switch. 

We've taken customer 
feedback very seriously and will make 
sure we don't exhaust fans going 
forward. We are signing fewer titles in 
favor of bigger games. We are also 
making sure that each release on 
Switch feels special and thought-out 
by having interior or reversible art 
and a manual. 


So you kicked things off with 


this is kind of the rare game where the 
demand for it exists in a much higher 
form for physical than digital. That's 
not something that would apply to 
most games, but it was definitely the 
case with Night Trap. We do think that 
the physical sales will account for the 
bulk of all sales and have planned 
accordingly. 

We definitely see a lot of 
double-dipping. A lot of our customers 
buy a digital copy to keep their 
physical version sealed — or they buy 
a physical because they loved it digi- 
tally and want to support it further. | 
do see Night Trap on Switch doing 
better physically than digitally again 
though. 


The release date question: When can 


Thimbleweed Park, then Flinthook degree. the games you transform into we get our hands on Night Trap for 

and Mercenary Kings are up next, On the other hand, I have a tremen- physical form have already been Nintendo Switch? 

and you've also already announced a dous amount of respect for Mr. available in digital storefronts for a We're hoping to release the 

limited run for Mighty Rabbit Lincoln. Without him, Nintendo while, like Thimbleweed Park and game in the Summer, but we need to 

Studios' own Saturday Morning RPG. probably would have been sued out of Flinthook. How are the dynamics dif- wrap the port up before we can set 

Do you have more in the pipeline existence by Universal over Donkey ferent in those cases? Do people any kind of solid release date. 

beyond that already, or are you Kong! We never approached bringing often double-dip on a game they 

waiting to gauge interest with the Night Trap to the Switch with any already own digitally when it's Finally, if you could have any super- 

first few before you sign more? desire to dishonor Howard's legacy. announced as a Limited Run limited power, what would it be and why? 
We have a lot more in the | think it’s awesome that run? Do you foresee more physical Time travel. Of all the things | 


pipeline, and they’re all things that | we're bringing it out now. | feel like if sales of Night Trap since it hasn't could use it for, I'd use it to go back in 
expect people to get excited about. he was to look back on it he'd hope- already been available digitally? time and buy all the video games I 

We currently have an fully realize how silly Night Trap was With Night Trap on the missed out on. 
almost full slate for the year and it's and be cool with it. But | could be PlayStation 4, the physical release Telekinesis for me. I'd 
an exciting lineup. Every time we think wrong and he might not think it's actually sold better than the digital love to be able to move objects at will. 
we've outdone ourselves, something funny! I'm also a Sega fanboy so this version almost hand over fist. | think Mainly because I’m lazy and don’t 


even bigger comes along! 


One major future Switch game 
coming from Limited Run that we can 
now talk about is Night Trap: 25th 
Anniversary Edition! Night Trap is 
one of the most infamous games in 
the history of the video game 
industry, and even more so in con- 
nection with Nintendo: Nintendo of 
America’s Senior Vice President, 
Howard Lincoln, testified before the 
United States Congress in 1992 and 
famously, decisively stated that 
"Night Trap will never appear ona 
Nintendo system." So my question to 
you both is what does it feel like to 
make Howard Lincoln a liar? 

I'm conflicted on this. Howard 
Lincoln strategically used the 1993 
congressional hearings to prop up 
Nintendo and hurt Sega. As a Sega 
fanboy, | always felt the way that 
congress portrayed Night Trap and 
Sega was unfair. If you watch the con- 
gressional hearings on YouTube, you 
can actually see how strategically 
Howard Lincoln plays the politicians, 
rapidly turning them against Sega’s 
representative, Bill White. | feel like, 
by bringing Night Trap to the Switch, 
we're vindicating 1993 Sega to some 


seems like a great chance to change 
history and give Sega a small victory. 


Beyond the historical controversy 
that’s made Night Trap so legendary 
for over a quarter-century now, why 
should Nintendo Switch owners here 
іп 2018 be excited to play it, just as a 
game? 

Night Trap is one of the pro- 
genitors of the trap-'em-up genre and 
could be seen as the original imple- 
mentation of the template Five Nights 
at Freddy's follows. With how signifi- 
cant that game is, | feel like people 
should go back and see where the 
genre began. Beyond that, Night Trap 
is super campy and has the same 
appeal of a low-budget horror movie. 
It's satisfying and charming to watch. 

Tom Zito is a genius and I 
feel like his work was ahead of its 
time. Night Trap is a significant part of 
gaming history (for better or worse) 
that everyone should experience at 
least once. 


This release of Night Trap also rep- 
resents a special case in that you're 
announcing its limited print run 
alongside the fact that it's coming to 
Nintendo Switch at all — most often 


want to get up. 


COMIC BREAK 


They'll be there for you 
when the rain starts to pour. 
They'll be there for you, like 
they've been there before. 

They'll be there for you, 
“cause you're there for them 

too! Friends help our hero 
succeed in the new 


Kirby Star Allies! 
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With Friends Like These 


KIRBY STAR ALLIES is a chaotic 
game that can be played by any 
number of players up to four. To gain 
four players, Kirby can throw a Friend 
Heart at any enemy in the game who 
has a power to make them his ally. 
Allies can lend Kirby strength by 
adding powers to weapons, attacking 
other enemies, gathering items and 
power-ups or creating team-up 
powers. 

As a single-player game, it can feel 
too easy at times, as Kirby can take a 
backseat and allow his allies to do his 
dirty work — most of the time I just 
had to walk and avoid enemies and my 
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allies would pummel them once | 
passed. The only real threat we came 
across was getting crushed in later 
levels, and even then there are plenty 
of potential new allies standing 
around everywhere to replace fallen 
friends. Kirby is supposed to be a 
more casual platformer, but this felt 
easy even for Kirby! 

Only a few of the secrets to find 
had me returning to levels more than 
once, as most were found during 
regular gameplay. In fact, getting 
everything in the main story — netting 
me around 8096 overall completion — 
took less than 10 hours. 

Items that refill life are so liberally 
abundant that | forgot about it most of 
the time. Even bosses are quick work. 


| barely had time to see if most bosses 
had much of a pattern before they 
were succumbing to our fearsome 
foursome! That goes for all bosses 
except the last one. (More on that 
later.) 

It's also very difficult to tell who 
you are and where you are at times. 
I'd find myself swatting at air in the 
corner a lot because I thought I was in 
the fray! 

As a multiplayer game, this Kirby 
outing is an animal all its own. With 
four players, there had to be a way to 
keep everyone on the same screen. 
New Super Mario Bros. Wii decided 
that if you went off the screen you'd 
reappear in a bubble next to the 
player who was furthest ahead. Star 
Allies is similar, but all action always 
surrounds Player 1, which in the main 
story is always Kirby. Other characters 


are "beamed" to him, meaning that if 
Kirby is really booking it through the 
level, the friends might be beaming a 
lot and become frustrated. After a 
beam, Players 2 through 4 are disori- 
ented, especially if there's more than 
one of the same character in your 
party. My family found this to be the 
toughest part of the game, as | would 
jet ahead and hunt for secrets, while 
everyone else was just trying to 
survive. 

Survival, though, is as easy as it 
comes. There are an insane amount of 
extra lives in the game! | surpassed 
100 lives shortly before entering the 
third world, making the whole concept 
of lives feel superfluous. Friends can 
also be revived when knocked out, so 
allies don't eat up lives either. Having 
the right power for certain scenarios — 
a Kirby staple — was difficult as well, 
as the four of us would defeat the 
enemy with the power we needed 
before even realizing who the enemy 
was. Luckily, characters respawn once 
your party is about half a screen away, 
but this "feature" also proved a little 
annoying during certain levels when 
you had to go back and forth and 
defeat the same enemies multiple 
times. 
If 9596 of the game is too easy, the 
ramp up of difficulty comes in the last 
596 with the final boss. There are some 
spoilers here, but ГИ do my best to 
keep them limited. The last battle 
level happens in two parts — and two 
"worlds." That's right, the true final 
battle is so big it needed its own 
world! First, you defeat some minions 
that take multiple forms, but after 
their defeat they summon the true 
final boss. It appears as two different 
scenarios on the menu screen, but 
during regular gameplay you and your 
allies get whisked away to the battle 
seamlessly. This last boss has five "life 
bars" per iteration and you must 
complete two rather difficult sub- 
battles and one "quicktime" battle of 
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sorts to finish him off. It may be the 
most iterations a boss has had that 
I’ve experienced in any game! You just 
never seem to be done. 

Easily my favorite part of the game 
was the music, using tracks from 
Kirby's rich history and remixing them 
in a bevy of scenarios. The "Dream 
Friends" aspect was cool too, as 
visiting an unlocked Dream Palace and 
touching a Dream Rod will net you a 
roulette of sorts where you can pick a 
major supporting character like Meta 
Knight, King Dedede or Bandana 
Waddle Dee to join your crew. (A post- 
launch update also added Kirby's 
animal friends Rick, Kine and Coo, as 
well as the dastardly Marx and the 
absurd Gooey.) All are very fun to add 
to your troop, and each has awesome 
abilities. All of the allies have a lot of 
moves to master, and you go through 
enough of them enough times in the 
game to really enjoy each one. A little 
Easter Egg with the Cleaning ability is 
seeing Kirby's other animal friends 
Nago, Pitch and ChuChu join in the 
cleaning fun! The ESP ability is also a 


great shout-out to Ness, the new Artist 


ability is old-school fun and | love the 
new Staff weapon. All weapons can be 


infused with the elements. Zap Bombs, 


Sizzle Ninja, Splash Sword, Blizzard 
Whip and the Bluster Cutter are 
probably my favorites because each 


truly enhances that weapon and gives 
it a new effect. For example, the 
Blizzard Whip can create ice forma- 
tions. 

Despite its shortcomings, Kirby Star 
Allies is a fun, casual outing. There 
isn't much story to worry about, no 
frustrating repetition and tons of 
experimentation to do with allies and 
powers. The bonus games, Star Slam 
Heroes and Chop Champs, are run-of- 
the-mill Kirby minigames that will 
interest you for around five minutes 
each. You can play the whole game in 
one giant progressive level with Guest 
Star Allies, where the allies drop Kirby 
and save the world themselves. It's a 
bit of a slog, but you can drop in and 
out with the help of checkpoints. 
There's also a Boss Rush mode in The 
Ultimate Choice, where you can pick 
any party and run the gauntlet. All are 
fun to a point, and are nice bonuses 
for completion, but can feel like busy 
work after Story Mode. — BRETT 
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THE BEST COMBOS 


Kirby's been able to absorb the abilities of his enemies since 1993's 
Kirby's Adventure, he first recruited those enemies to become his co-op 
partners in 1996's Kirby Super Star and Kirby 64: The Crystal Shards in 

2000 featured our hero mixing his powers together to create new 

combo abilities for the first time. Here in Star Allies, all those ideas 
return and get mashed together, creating great new combos like these: 


TRULY OLYMPIC EFFORT 


Combine Ice, Water or Cleaning with Stone to turn a character into a 
giant curling rock to slam into opponents or hit switches! Combining 
with Ice will freeze enemies along the rock's path, but it's a strong 
attack even without this feature. This team-up power is used to find 
several secrets in the game, so keeping a combination of a Chilly, 
Broom Hatter and Rocky in your group is often a good idea! 


TOSS OUT THE TRASH 


One of the most hilarious team-ups is when Fighter Kirby, Bugzzy or 
Knuckle Joe performs "Friend Throw" — though I'm not sure how 
anyone is still friends afterward. Any ally hops onto the fighter's fist 
and gets socked, sending them flying. (Great for opening up blocked 
paths, horrible for relationships.) Even better, the Super-Vac move of 
the Cleaning ability can suck up and then throw all three allies at once! 


THE ULTIMATE COMBO 


There are also abilities that can only be performed with four allies. 
Friend Train and Friend Circle are fun, but nothing beats Friend Star, 
effectively turning any level into a shmup. All allies can fire, but the 
character on the star steers, shoots special ability-centric shots and 
can charge up a flying attack. A much more powerful version appears 
for the final boss, called Star Allies Sparkler. It’s the ultimate combo! 
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Restore the Timeline 


HAVE YOU EVER wanted to go back 
in time and change a decision you 
made, hoping the new choice would 
improve your situation? Well, super- 
star developer Atlus has the game for 
you! Radiant Historia: Perfect 
Chronology takes the original 
Nintendo DS release from 2011 and 
expands upon its story by adding 
more details, more play options and 
an additional timeline to further flesh 
out this tale of time travel. 

We begin with the story of Special 
Intelligence agent Stocke and his 
partners who are embroiled in a war 
over the last bit of inhabitable land 
available. Stocke’s world is plagued by 
desertification, a condition that’s 
turning all the fertile land into sand at 
an ever-increasing rate. Early in the 
proceedings Stocke is given the "White 
Chronicle," a magical book that can be 
used to rewrite time at specific points. 
He uses this book to try and set things 
right, as well as outmaneuver the 
owner of the White Chronicle’s 
opposing tome, the "Black Chronicle," 
who is using it to direct the timeline 
how they see fit. 

Radiant Historia has been 
compared to the SNES masterpiece 
Chrono Trigger due to its time travel 
theme, but | believe it has much more 
in common with the fantastic Back to 
the Future trilogy of movies from the 
1980s. You see, your main objective is 
not so much to visit fixed points in 
time, but rather to bounce back and 
forth between multiple timelines, cor- 
recting past mistakes and mishaps in 
order to save the future of each. Poor 
choices in one timeline directly affect 


ATLUS 


the other, so corrections must be 
made to get everything back on track. 

This is all done with the help of the 
trusty White Chronicle, which records 
major points in each timeline and 
provides alternate paths in some of 
the more important "nodes" (points in 
time that can be changed). This is 
where Radiant Historia’s gameplay 
really shines: The ability to choose the 
wrong path but then return to the 
node where the decision was made 
and choose an alternate path provides 
great incentive to see what could have 
been and further prod your curiosity. 
Be careful, though! Some paths end 
very badly for you and your team. 

The White Chronicle is incorporated 
extremely well into the gameplay: 
With so many different paths to take, 
it would be very easy to get lost if you 
were not taking your own notes — but 
thankfully everything is accounted for 
in the White Chronicle, from the main 
paths and their alternate branches to 
the various subquests that frequently 
appear. This has helped me tremen- 
dously in keeping track of my progress 
and it is greatly appreciated. 

The production quality of Radiant 
Historia is excellent in some places, 
but just OK in others. For a game so 
late in the production cycle of the 3DS 
| expected the graphics to be a little 
more advanced than what we see 
here. There's nothing atrocious, mind 
you, but there's nothing spectacular 
either. The music does a fine job of 
conveying the mood, but the one 
aspect I was truly surprised by is the 
sheer amount of voice acting found 
here. Radiant Historia has a rich, full 
story to tell and the voice acting does 
a great job dishing it out. 


Battling enemies is a neat combina- 
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tion of traditional JRPG combat with a 
bit of strategy added into the mix. 
Combat takes place on a simplified 
grid where the location of your target 
affects the amount of damage both 
taken and given. As you fight, you 
have some ability to move your 
enemies around the grid (to a point) — 
this can lead to combos that can wipe 
out several baddies at the same time. 
They won't just sit there and take it, 
though — they can move around on 
their own and dogpile on you also. 
There are several different ways 
Radiant Historia can be played. To 
begin with you can play without the 
new story bits (the "Classic" setting) 
or with everything included (the 
"Perfect" setting). You can also play a 


CONDITION 


new casual version that reduces a 
majority of the combat to one-hit KOs. 
For those who want to solely enjoy the 
story, this is the way to go. 

In the available DLC content lies yet 
another way to play — the "Deadly" 
difficulty setting (which lives up to its 
namel). You have been warned! 

I had a good time with Radiant 
Historia: Perfect Chronology, even 
though it did get a bit long-winded at 
times. If you missed playing its DS 
version back in 2011, take this as an 
opportunity to change your own 
timeline and experience it now! Atlus 
has provided a nice endcap for the 
3DS' JRPG section of the game library 
and | look forward to seeing what they 
bring to the Switch! - THOR 
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Rosch asks Stocke to join 
his brigade. Stocke must 
decide whether he wants to 
join Rosch or stau in the 


SI with Heiss. 


Stocke realizes this is a 


crucial decision. 


The Time for Resistance Has Come 


AS WE ENTER the eighth year of the 
3DS, we're only down to a few compa- 
nies actively supporting it. Naturally 
Nintendo is at the front of that 
support, but Atlus is a key contributor. 
The Alliance Alive is their latest RPG 
on the system, on the heels of its 
Japanese debut last year. Inspired by 
the SaGa series, this is a spiritual 
follow-up to the 2015 RPG The Legend 
of Legacy and retains a lot of the core 
development staff of that adventure. 
FuRyu, who have been working on 
Japanese 3DS games for years, is at 
the helm, along with assistance from 
noted Nintendo collaborator Grezzo 
(who previously worked on The 
Legend of Zelda: Ocarina of Time 3D, 
The Legend of Zelda: Majora's Mask 3D 
and Ever Oasis) and the RPG-focused 
support studio Cattle Call. The main 
difference in the staff is the addition 
of Suikoden writer Yoshitaka 
Murayama, who was brought on board 
to help the game's story — a noted 
complaint about The Legend of Legacy 
according to the developers. 


While Murayama's impact is felt — 
there is a lot more story here — it's 
just not that good of a story. The basic 
setup is that the heroes live in a world 
overrun by Daemons, who keep them 
oppressed and impoverished. 

Your party grows large, totalling 
nine by the time everyone gets 
together. The variety of designs found 
in the characters is very nice, but they 
all feel vaguely the same in writing. In 
the beginning, you bounce around dif- 
ferent small parties, all of which have 
a similar dynamic of a go-getter 
paired with a conservative worrier. 
While this weird jumping around does 
allow for a few neat narrative 
moments, it mostly just slows the pace 
down to a crawl — as when one story 
gets potentially interesting, you cut to 
another group. While characters talk 
and things happen, it never surpasses 
anything more engaging than "JRPG 
tropes" and by the end of it all, | was 
longing for the reduced, limited story- 
telling of The Legend of Legacy. 

What is pretty much carried over 
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wholesale from the last game is the 
battle system. The turn-based play is 
based on the SaGa series concept that 
excises traditional leveling up. Instead, 
your heroes increase their stats and 
earn new abilities by just battling. I’ve 
always had some minor issues with 
this idea over the years, but the imple- 
mentation here is fine. | enjoy the 
random ability awakenings and the 
way you can deliberately craft charac- 
ters into the style you want. However, 
if you don't know what you're doing in 
this system early on, it can really bite 
you in the butt later on. 

While the first 10 hours of The 
Alliance Alive are simple, it has insane 
difficulty spikes after that point. As a 
matter of the fact, the introductory 
hours are an absolute cakewalk, doing 
a poor job of teaching you to plan for 
the trials ahead. It's all massively frus- 
trating, even more so when other 
systems, such as the tortoise-slow 
accrual of talent points, just make 
grinding long and laborious. 

Combat is further complicated by a 
positioning system, where characters 
can be put into different formations 
that give them boosts for certain uses. 
It encourages you to create tank char- 
acters or specify a healer. 

unfortunately, the game doesn't do 
a super great job of making this that 
Clear. This is imperative to understand 
as you get deeper and have access to 
the full five-character party and can 
set them up in attack, defense and 
support positions that take the best 
advantage of their abilities. 

A variety of other ideas give you 
more to do in the sizable overworld. 
Guilds throughout the area provide 


ATLUS 
FURYU Е10+ 


buffs in battle and also give you some- 
thing to build up outside of your char- 
acters. | didn't get that into building 
up Guilds, but it was often a welcome 
respite from the main quest, which is 
emblematic of a solid sidequest. 

The inconsistent difficulty is also 
reminiscent of issues with The Legend 
of Legacy, and it's disappointing that 
while so much effort was put into the 
story, the balance is still all over the 
place. Helping to make the story and 
the overall experience better is the 
music, primarily made by another 
holdover from The Legend of Legacy, 
Masashi Hamauzu. The distinctive 
style combines elements of classical 
orchestral scores with a nice synthe- 
sized touch, definitely helping to limit 
the cruelness of the maddening diffi- 
culty spikes. 

In what might be one of the biggest 
disappointments in Atlus’ 3DS catalog, 
The Alliance Alive doesn't come 
together to make a great experience. 
While it's a good-looking game with 
decent production values, the lacklus- 
ter story washes over those promising 
components. Aspects of the battle 
system are rewarding and fun, but a 
constantly shifting challenge level and 
some unbalanced systems take it 
down a peg. This is a game with posi- 
tives that are torn asunder by detract- 
ing counters and in a world where 
Atlus has a deep library of RPGs that 
you probably missed (or are waiting 
for still), this is not one that you have 
to play. 

If anything, go back and check out 
The Legend of Legacy. - NEAL 
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ASK THE 
FORCE 


INVENT YOUR OWN 
NINTENDO LABO 
TOY-CON. GO! 


A 


LUCAS 
A Nintendo Labo pinball 
table! Cardboard wraps 
around the Switch touch- 
screen, giving it physical 
flipper buttons to push 
and a real plunger to 
deploy each ball. The 
inner parts of the table 
are all virtual on the 
screen, though, so differ- 
ent tables could use the 
same boxy frame! 


LINDSEY 
A giant cardboard accor- 
dion, compatible with 
Weird Al Simulator 2018! 


| >= | 
= 
àó 
TONY 
Know what would make 
me feel good? Bustin’! 
Gimma a Ghostbusters 
Proton Pack! And one of 
the Joy-Cons can be 
encased in a cardboard 


P.K.E. Meter that rumbles 
when specters are near! 


— 


EE 


THOR 
Programmable Labo 
R.O.B.! 


BRETT 
Labo virtual reality 
headset. Hey, if Google 
Cardboard can doit... 


ARLO 
Labo trebuchet. Launch 
your Switch and it will tell 
you how far it flew right 
before it explodes into a 
million pieces. 


The War of the Words 


AFTER FIVE ENTRIES around the 
turn of the decade and teaming up with 
the heroes of DC Comics, where does 
Scribblenauts go next? Well, after a 
hiatus of almost five years, the answer 
seems to be multiplayer competition. 
Scribblenauts Showdown stands as a 
bit of a departure from what came 
before, as it shifts from more objective- 
based gameplay primarily to a board 
game style in the vein of Mario Party 
(though the freeform Sandbox Mode 
harks back to the classic Scribblenauts 
gameplay). Up to four players can 
partake in the festivities (two in the 
Sandbox), each with their own Joy-Con 


controller, which is the only way to play. 


No, it's literally the only way to play. 
Whether you'd like to go solo with one 
Joy-Con in each hand or let someone 
else join in the fun with that not-exactly 
inexpensive Switch Pro Controller, 
you're out of luck. This might present 
some problems in acquiring everything 
the game has to offer — such as the 
many unlockable options for customiz- 
ing your own Scribblenaut. In my case, 
my Scribblenaut won't be wearing my 
trademark hat any time soon on 
account of the need to play a mode 
with three players, as CPU opponents 
are limited to one-on-one. 

Those are my main gripes with the 
game, though. As for the core experi- 
ence, it's very much as described 
above: A Mario Party-styled experience 
with Scribblenauts flavor added to it. 
You can choose how long a play session 
you'd like, with the shortest being 
about 15 minutes by the in-game esti- 
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mation, and your main goal is to reach 
the end of the board first. 

To do so, each player gets a deck of 
cards that allow them to move so many 
spaces forward, swap hands, draw new 
hands or earn a reward by accomplish- 
ing the stated goal. But where the real 
Scribblenauts experience comes in is 
with the minigame cards, which can 
also yield rewards — namely being able 
to move ahead the number of spaces 
stated on the card. 

When the minigame starts, one 
player will stop a spinning roulette with 
a variety of themes and/or letters on it. 
In the case of themes, coming up with a 
word that fits the theme will yield 
better results, while in the case of letter 
selections, you'll have to decide on a 
word that will aid you and starts with 
that letter. 

Even so, playing by these rules can 
yield some bizarre results. For an 
obstacle-laden track course, they 
encourage you to choose something 
fast to ride. | picked an eagle, who it 
turns out could fly over all the obsta- 
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cles... but not nearly as fast as a 
"Fundraiser" (as in a person raising 
funds, presumably, rather than the 
event) could run and jump over them. I 
never stood a chance — who knew? 

Also worth noting is that the 
controls are iffy in a way characteristic 
of the series, though I found it seldom 
gets in the way. For most minigames, 
you might not even notice, but the 
Sandbox is a bit loose and floaty. Even 
so, dying there will just see you 
respawn elsewhere in the stage with no 
real consequence I could notice. 

In the end, Scribblenauts Showdown 
seems to do what it set out to do, and 
does it well. At the same time, though, 
it doesn't quite feel like the boundary- 
pushing fount of innovation the series 
was originally known for, and it perhaps 
works best if you have enough friends — 
and Joy-Cons — to make the most of it. 
— DAVID 


Take Flight with Your Friends 


OWLBOY 


EVERY ONCE IN a while a game will 
come along that redefines the plat- 
forming genre. Fez is one of the best 
examples, but Owlboy has made great 
strides in that same realm. Originally 
released on PC in 2016, it's now made 
its way to Switch — and given its deep 
roots in old-school SNES platformers 
like Demon's Crest, it's a perfect fit. 
The journey of Otus the half-owl, 
half-humanoid is too pure for this 
world. Our hero is not only likable but 
formidable, as he's able to swiftly fly 
around and grab objects in his talons 
while he gives us an adorable grin. 
Owlboy's art looks stunning even in 
stills, but the animations are a sight to 
behold. It makes sense then why it 
took developer D-Pad a full decade to 
bring this game to life, as nearly every 
NPC feels distinct. We've seen the false 
narrative of "pixel art games are tired" 
propagated for a while, but Owlboy is 
able to transcend that whole conver- 
sation as it flutters off to a whole new 
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plane of pixelated existence. 

Although there is a core conflict 
that drives the story, | really dig that 
there's this meta-narrative beyond a 
devastating sky pirate attack, which is 
something we're seeing more and 
more of in modern gaming with titles 
like Celeste. It's not only tastefully 
done here, but it's typically brief and 
doesn't interfere with those of you 
who are keen on speedrunning. Otus 
the Owlboy doubts himself at first 
because nearly everyone else but a 
dear friend doesn't believe in him, 
which fits nicely into the arc of the 
player learning to really make use of 
his kit. He's bullied by both his peers 
and superiors, but is still able to rise 
to the occasion. It's a nice message 
without feeling too forced or saccha- 
rine, and several of the game's rela- 
tionships feature meaningful 
character arcs. 

Part of the reason it succeeds is its 
emphasis on friendship and team- 
work. Otus is formidable, yes, but he's 
more powerful with some help. He can 
fly around to avoid enemies or chuck 
objects at them, but it's through 
cooperation with his allies that his 


true power comes out. The first 
partner, his best friend Geddy, is 
perhaps the best example of this — he 
latches onto Otus to employ a gun 
(which can be swapped as you pick up 
more allies), turning the game into a 
miniature shoot-'em-up. 

But it's not just fancy narrative 
footwork that sets this project apart. 
At nearly every turn Owlboy's develop- 
ers avoided nasty and boring tropes. 
Abilities are meaningful and fun to use 
more than just a handful of times, 
bosses are varied and aren't just bullet 
sponges and zones are refreshing to 
find and move through. The difficulty 
curve is also spot-on, as things never 
get so hectic that they feel completely 
out of control, and the forgiving 
checkpoints (similar to VVVVVV) will 
catch your fall if all else fails. 

It also never forces the player to 
meander around at any given time, 
despite its inviting open-world feel. 
No, progression is more linear in the 
sense that there are spokes on the 
hub wheel you need to go through to 
go from chapter to chapter. Think of it 
like a less involved retro Zelda game 
with temples and you'll have a good 


idea of what to expect. The formula 
works well with Owlboy because it not 
only gives off the allure of freedom, 
but it also funnels you into well- 
designed specific locations for you to 
romp around in at a brisk pace. 

As for the Switch port, | have 
nothing but good things to say! The 
visuals are highly reminiscent of the 
SNES era, which lends itself well to a 
playthrough on a TV, but Owlboy looks 
fantastic in portable mode as well. It's 
a great fit either way, and as long as I 
can pretend that I’m moving between 
a Super Nintendo and a Game Boy 
Advance, I'm happy. 

The Switch already has an impres- 
sive lineup just a year in, but Owlboy 
helps really cement its platforming 
prowess. It’s a game that every Switch 
owner should own, and | hope that 
D-Pad's future endeavors will reach us 
sooner than the 10 years it took for us 
to see Otus flap across the screen! 

— CHRIS 
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Electric De 


WE'VE TAKEN PICTURES of 
Pokémon, gone on rescue missions 
with them and conquered feudal 
Japan with their help. We've even gone 
out in the real world to catch them 
with our smartphones! But Detective 
Pikachu is different from all the rest. 
It's one of the only Pokémon spin-offs 
to not focus directly on battling or 
catching 'em all — it's about a society 
where people and Pokémon are 
friends and partners. A world where 
Tim Goodman and the Baker Detective 
Agency always save the day! 

The nine chapters in Detective 
Pikachu revolve around the story of 
Tim, who has recently arrived in Ryme 
City in search of his father, Harry, who 
was last seen following a car wreck 
that left his partner, Pikachu, with a 
sudden change in personality. The nar- 
rative structure is reminiscent of some 
of the later Ace Attorney titles, where 
a series of smaller, seemingly unre- 


lated cases all have deep ties to the 
overarching plot — in this case, a mys- 
terious group is developing a danger- 
ous performance-enhancing drug for 
Pokémon. The entire atmosphere 
reminded me of some of the detective- 
themed media I was a fan of in my 
youth — The Bloodhound Gang (the 
3-2-1 Contact segment, not the band,) 
GhostWriter, Scooby Doo and even the 
Encyclopedia Brown books — where 
the action was thrilling but still ele- 
mentary school grade level appropri- 
ate (i.e. no weapons or violence). In 
fact, if you're a parent who's an Ace 
Attorney or L.A. Noire fan, this might 
be one detective-themed game you'll 
want to play together with your kids. 
Also reminiscent of the Ace 
Attorney franchise (in this case, the 
Ace Attorney Investigations titles) is 
the gameplay, which has you 
maneuver Tim throughout the various 
locations you'll be investigating to 
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gather clues and question both people 
and Pokémon. Everything is presented 
in a sidescrolling 2.5D format, with 
lots of bright and clear environments 
to explore (unfortunately, given the 
age of the target audience, this is not 
a 3D game). While Detective Pikachu 
usually tagged along behind me, I 
could still interact with him even if he 
was stuck across the room behind an 
obstacle. Interacting with people and 
objects is done through a selectable 
menu for conversation topics, a mag- 
nifying glass that pops up when you 
walk by places of interest and an eye 
icon that pops up whenever the game 
wants you to take a closer look at 
something like a bookshelf or bulletin 
board. 

However, there were times when I 
had to do a little D-Pad jiggling to 
trigger the magnifying glass during 
investigations, and when I went in for 
a close-up, the movement of the 
cursor would sometimes get strangely 
sluggish. Detective Pikachu assists you 
in breaking down and assembling the 
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the facts of the case, while reinforcing 
the conclusions you need to reach. It 
gets a little handholdy at times, but if 
you or a younger gamer really needs 
the help, there is an Easy Mode you 
can activate to have him guide you 
around Ryme City. 

Further reinforcing the fact that 
Detective Pikachu is designed for the 
youngest gamers, there are some 
action sequences that require timed 
button presses or button mashing in 
order for you to reach the best 
outcome. There's no penalty for 
failure, but you do see a "what if" 
scene that plays out before returning 
you to the decision point that are 
sometimes unintentionally hilarious. 

As for the super-sized Detective 
Pikachu amiibo that's been touted as a 
companion to the game, its only 
function is to unlock Pika Prompts, 
which are short cutscenes that pop up 
at certain points during each of the 
nine chapters. They are unlockable 
normally during gameplay, but doing 
so involves some work on your part to 
find the methods to trigger them. The 
easiest way to trigger all of them is to 
mash X everywhere you explore and 
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hope the game plays one you haven't 
seen before. While a lot of them 
involve Pikachu obsessing over detec- 
tive work or coffee, there are some 
gems that involve him interacting with 
many of the Pokémon you'll encounter 
on your investigations. Considering 
that the cost of the amiibo is the same 
price as many third-party titles for the 
3DS and the Switch, it's not worth the 
purchase unless you're an amiibo 
completionist, and there's no special 
reward for seeing all the available Pika 
Prompts. 

Another feature that came as a 
surprise to me was the auto-saving 
feature. | was ready to put my 3DS 
down for the evening and spent a 
couple seconds pressing random 
buttons that would usually bring up a 
save menu, only to realize the word 
"Saving . . ." appeared at the top of 
the screen when I entered another 
room in the complex Tim was cur- 
rently in. One feature that | wished 
would have been included was a New 
Game» option to replay chapters 
without starting a completely new 
save file, since cutscenes (except for 
all the Pika Prompts you've collected 
in that file) are unskippable. However, 
you are able to switch between English 
and Japanese language audio and text 
in a variety of languages in the startup 
menu, which is a plus. 

The character designs are a lot 
more Western than the usual Ken 
Sugimori designs that we're used to, 
which also cements the feeling that 
this isn't your usual Pokémon game. 
Tim's design in particular really threw 
me for a loop: At first glance, he 
ooked and sounded like he was 
around 13-14 years old, but it's soon 
revealed that he's got a driver's 
icense. There's also one minor charac- 
er that looks exactly like Brock Lesnar 
if you dropped him into an episode of 
a Disney Afternoon cartoon. While the 
animations of the various Pokémon 
eatured are top-notch, some of the 


human characters aren't as expressive 
— then again, this game is called 
Detective Pikachu, so all the 3D ani- 
mation work went toward him. His ani- 
mations blow everyone else's out of 
the water: he scowls, laughs, shows his 
teeth and scrunches up his face upon 
eating a super bitter Poké Puff. 

The only part of Detective Pikachu I 
found fault with was the way that it 
ended. We get the main storyline 
wrapped up and solve all the myster- 
ies, but the most important questions 
raised throughout the game remain 
unanswered at the end (and raise even 
more questions), which made me 
wonder how The Pokémon Company 
will be following up on this. Will there 
be a sequel on the Switch, or will we 
need to watch the Detective Pikachu 
movie to get the whole story? And will 
we even get those questions 
answered, if Detective Pikachu's sales 
and reception are poor? 

While | wasn't a part of the 
target audience, | enjoyed 
seeing a whole new part of 
the Pokémon universe in a 
whole new way, and | do hope 
that we'll be seeing more ad- 
ventures of Tim Goodman 
and his partner Detective 
Pikachu (or is it the 
other way around?) in 
the future. It might not " 
pack the same dramatic 
punch as some of the other 
investigating and mystery- 
solving franchises playable on 
the Nintendo 3DS family of 
systems, but it's a great story for 
both Pokémon fans and mystery 
fans — of all ages! - REBECCA 


v 

< 
Фа. 
\ 


LE 


E 


^ 


ài 
Htm 


MAY/JUNE 2018 73 


REVIEW REVISITED 
DOOM 


| REALLY WANTED to love DOOM for Switch, but it wound up being such an 
onerous monkey on my back — what with the starting and restarting and 
motion sickness and glitch infestation. Fortunately, publisher Bethesda saw 
enough value in the Switch to spend the requisite man-hours to address the 
game's more flagrant errors and introduce hotly requested features. 

Released on February 20, the 1.1.1 patch brings the demon-conquering 
crusade up to the state that it ought to have launched in from the beginning. 
The odd crashing episodes? The menu navigation lockups? The indiscriminate 
online bans? All gone! Even the audio issues, during which the music would 
significantly lower in volume or cut out entirely for stretches of time, have 
been given the boot! At the very least, | didn't encounter any of those 
problems during my replay; considering how frequent these bugs were 
before, it's safe to assume they've been properly squashed. 

Many of the more offensive instances of framerate and resolution drops 
have also been sorted, though if you were expecting anything more signifi- 
cant in the visuals department, you're out of luck. Handheld Mode in particu- 
lar sadly continues to resemble a Vaseline-smeared window. 

None of these adjustments directly impact the core DOOM experience, 
though. Know what does? The new gyro aiming function! 

In my original review, | briefly mentioned my troubles in tweaking the 
controls to best suit my playstyle. The whole truth is that I’ve always found 
dual-stick shooters to be cumbersome and nearly impossible to grow accus- 
tomed to even after hours of play. It wasn't until | discovered pointer aiming 
in Metroid Prime 3 and later gyro assistance in Splatoon that I finally felt in 
total command. The absence of alternative schemes in DOOM was especially 
painful, as the sole motion implementation originally was a shake to perform 
melee attacks. Now players have the choice to tilt the Pro Controller or Joy- 
Cons for a finer degree of horizontal and vertical aiming atop the standard 
stick controls. Furthermore, you can click the left stick to re-center the 
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camera as per your desired neutral position, or opt to invert the vertical 
motion (if you’re a heathen!). 

The improvements to speed and accuracy cannot be understated. Whereas 
previously | couldn't handle any threat beyond the low "I'm Too Young To Die" 
difficulty setting (don't laugh!), | now feel comfortable exploring the normal 
"Hurt Me Plenty" class. This, my friends, is what we call a game-changer! And 
as this function is exclusive to this version of the game, it's a big fat point in 
Switch's favor for anyone who demands more nuance in their FPS controls. 

The last major addition is a party system for multiplayer — the half of the 
game I had completely avoided before out of sheer disinterest. | tried to dip 
my toes in the pool this time around, though I couldn't venture beyond the 
shallow end since the online community as of now is deader than the Imps in 
Doomguy's wake. | only managed to connect to two matches, and what I 
played felt like your textbook online shooter, devoid of the atmosphere and 
intensity that you'd expect from the DOOM name. But honestly, who buys 
DOOM for the multiplayer anyway? 

Online shenanigans aside, this is the game | was expecting back in 
November. Now I can finally recommend DOOM to friends without having to 
append a mountain of caveats! — TONY 
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REVIEW REVISITED 


RiME 


THE CHOPPY WATERS have calmed. 
The timing of publishing each new NF issue continues to cause curiosity, as we 
presented our reviews of both DOOM and ВІМЕ in our last issue, which went out 
the door on February 19. Less than 24 hours later, both games received the crucial 
patches they needed to address the main concerns we had with their technical exe- 
cutions! Tony’s just confirmed that DOOM has been greatly improved as a result, 
and likewise | can tell you that RIME is a much smoother experience now as well. 
The problem that plagued my playthrough of RIME's Switch port was its terrible 
framerate — the game was irritatingly choppy in every area. In every cutscene. In 
every way! | didn't go so far as to label it unplayable, as | did manage to complete 
the entire quest in that crippled condition. But it was far from fun. A real mess. 
Now, incredibly thankfully, that one major technical obstacle has been almost 
entirely swept away. Not every moment of choppiness has been erased, but RIME 
as patched to Version 1.0.2 is so, soooo much smoother and nicer now. It's finally 
not tripping over itself and can actually be what it was meant to be: a visually 
beautiful, constantly eye-catching adventure. 
Unchanged, however, is the story. I'm still not sold on it myself — but at least 
now | can recommend you play it too and form your own opinion. — LUCAS 
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COMMUNITY 


You’ve adapted a wide range of pop culture prop- 
erties into papercraft form, from Transformers to 
He-Man to Rick & Morty. How do you pick which 
shows or movies to honor with Fold Up Toys cre- 
ations? 

| often design toys of characters | like or that | 
think will be popular. If | want a toy of something or 
a display piece, rather than splash out and buy one 
| just make one myself and then share it for free 
download. For example, | went through a He-Man 
phase recently and wanted a set of extremely 
muscular stylized figures, but couldn’t justify the 
expense — so instead | decided to make my own 
and use it as a learning experience in creating 
adaptable color palettes. 


You've got plenty of original character creations 
in the mix too, though, ranging from a happy 
smiling turtle to a freaky two-headed accordion- 
playing circus clown. Where do you get your inspi- 
ration when you're not working to adapt someone 
else's existing character? 

| was definitely influenced by the wave of 
"extreme" '90s cartoons growing up. Shows like 
Extreme Ghostbusters and the cartoons for Men in 
Black and Godzilla all featured bizarre character 
designs for their monsters. If | had to trace back my 
initial inspiration for my style of character design, 


( U | Fo LD ( R FA | | || it would have to be there. 
ІЛІ often sketch up an entire toy range, design it 
9 өөө ө р y rang! 5 


as if It'S going to be a real product that will reach 


An interview with Alex Gwynne, creator of Fold Ua Tas 1222222 и. 


designs or character concepts to adapt them into 


papercrafts. 
THE NEWEST ADVANCEMENT in cutting-edge picture of a box with a face, and decided paper toys I try to not get too settled in a single style or 
Nintendo video game technology is . . . paper! But were the way to go as they were cheap to produce idea with my papercraft work, changing up the 
not just any paper. Folded paper! (Well, OK, folded and could be designed on a computer. I’ve been amount of detail or shading | use for each project. 
cardboard, but cardboard's just a sturdier form of designing them ever since. Right now I'm designing a lot of minimal toys, but 


the stuff filling up your notebooks and sitting 
stacked in your printer tray, so it counts.) There's 
sure to be a worldwide upsurge in interest in 
papercrafting as a hobby in the wake of the 
Nintendo Labo launch, and so we've come straight 
to an expert who's been living this life for years. 
Let's get some insights from a true master of the 
paper arts! 


МЕ: First up, for our readers who don't know you 
yet, can you introduce yourself? 

ALEX: My name is Alex Gwynne, I'm a graphic 
designer and paper engineer with a decade of 
experience designing paper toys and papercrafts. 
Paper toys are flat templates you can cut out, fold 
and glue together to create 3D models of charac- 
ters or objects. 


How did you first get into making papercraft 
models? 

V originally got into papercrafts during my art GCSE 
(final secondary school exam in the U.K.) | wanted 
to create urban toys — which were a growing 
underground trend at the time — but | didn't have 
enough money for the clay or silicone. While 
searching for alternative materials | came across a 
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in a month or two l'Il probably end up designing 
more detailed work again. 


Of course, most appropriate to mention here in 
this issue of Nintendo Force are your toys 
adapting Nintendo characters into paper form, 
like Breath of the Wild's Link and Guardian. You 
don't seem to have many toys inspired by video 
games before you created them — have you been 
won over by the Nintendo Switch in the past year? 
I’ve certainly been won over by the Switch, but it's 
not that other game consoles or characters haven't. 
l've got a series of toys inspired by retro games 
sitting on my desk awaiting release and often find 
myself sketching out characters from games that 
have either taken my interest or have a special 
place in my heart from my childhood. But unfortu- 
nately there are only so many hours in the day and 
| usually end up taking on another project that feels 
more important. 

Hopefully in the future ГИ get an opportunity to 
create more of the gaming characters that have 
brought me so much joy over the years, and | can 
share that joy as a downloadable model. 


Many other free papercraft toys available online 
are simple, blocky models — we've highlighted 
Christopher Beaumont's Cubeecraft in NF in the 
past, to point to the most prominent example. 
Your toys go for more complexity, though, with 
more dynamic poses and more difficulty con- 
struction as a result. Why have you chosen to go 
that direction when others keep things more 
simple? 

| try to release models with a variety of different 
complexities and difficulties. Some of my models 
might have advanced paper engineering and a 
dynamic stance or action feature, whereas others 
are designed for a younger audience and can be 
built in 10-15 minutes without the need for a craft 
knife. | think the best models are the ones that 
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TOYS OF ALL TYPES 


If you take on the challenge of assembling 
the Nintendo Labo Robot paper toy we've 
included alongside this issue, you have fun in 
the construction process and you find yourself 
wanting to do more, Alex has plenty of other 


papercraft models await the call of your inkjet 
at FoldUpToys.com! The miniaturized Labo 
Piano is a perfect companion for the Robot on 
your shelf or desktop, you can’t go wrong with 
a Breath of the Wild Guardian (or more than 
one) and there are dozens of non-Nintendo- 
related options available as well! 


appear complex but can be built simply and 
quickly. If the person building it has no idea how 
complex and difficult it was to design the model to 
appear simple, I’ve done а good job. 


You recently rose to prominence in the Reddit 
community after posting your Nintendo Labo 
Piano toy with the audience there, as well as your 
Link and Guardian models. How’s life now as a 
true Champion of Upvotes? 

Haha, | don’t know if | can consider myself a 
champion just yet, but it was a really great experi- 
ence. | often feel as though I’m shouting into a 
void, like many other artists without a following do. 
You're just creating content and releasing it with 
the hope people enjoy it, but often don't hear 
anything back other than views to a web page. 
Seeing people building and enjoying my work 
always brings a smile to my face, and the support 
and excitement I saw on Reddit really made me 
want to work harder and release more models. 


Nintendo, with the launch of the Labo product 
line, is trying to promote papercraft construction 
on a massive scale. What are your thoughts on 
such a huge product launch in the video game 
industry being so focused on, well, folding card- 
board? 

I'm looking forward to the Nintendo Labo, I'm 
hoping it will spark new interest in the papercraft 
scene and | can't wait to see all the creative and fun 
custom projects the Nintendo community will build. 
My only worry is that people will break or bend 
their Labo parts and will be put off of cardboard 
products in the future. It’s been great seeing com- 
munities pop up in anticipation of the Labo's 
release, already creating fun projects and original 
ideas for future Labo sets. 


You were kind enough to provide us with an 
exclusive Fold Up Toy for distribution with this 


issue, a wonderful take on the Nintendo Labo 
Robot Kit's giant robot. Will that be your final 
Labo-related papercraft creation, or are there 
more in the works? How about any other projects 
we can look forward to in the future? 

The Nintendo Labo Robot paper toy was a lot of fun 
to work on — | hope your readers will find it just as 
fun to build. I’ve got some sketches for other Labo 
kits such as the bike and fishing equipment, but I'm 
unsure if ГИ have time to work on them or 
complete the projects any time soon. But who 
knows? Maybe once I get my hands on the games 
ІІІ be blown away with the experience and clear my 
schedule to work on them once again. 

As for future projects to keep an eye out for, my 
release schedule is all over the place at the 
moment — one week might see four new download- 
able toys, the next none. The main focus for 2018 is 
my video series, Let's Design, which shows the 
behind-the-scenes design process from initial 
sketch all the way to finished product, so keep an 
eye out for new episodes! My hope is that | can find 
a way to get a new episode out every week, but it 
will probably take me a while to get to that stage. 


Finally, how can our readers see more of your 
work and support you in what you do? 
You can find more of my work including free down- 
loadable toys at FoldUpToys.com, and from there 
you can find links to all my social media including 
my YouTube channel where I upload videos of the 
design process and discuss design philosophy. I 
have a small Patreon where people can support my 
work and in return they get exclusive monthly 
models and exclusive behind-the-scenes content. 
Although it's only a handful of people, the 
support I’ve received from my patrons has been 
amazing, and for a small creator such as myself 
seeing that I have fans and people who enjoy what I 
do is a real treat! 
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ALL THE WAY back in NF Magazine Issue #3, we 
had an eight-page feature that celebrated the 20th 
anniversary of the original live-action Super Mario 
Bros. movie with details of its creation, never- 
before-seen pre-production images and looks at 
creations from the fan community surrounding the 
film. If you haven't seen it already, snag it as a back 
issue at NFMagazine.com! (It's my proudest contri- 
bution to the magazine to date.) 

It'S been five years since then, and with every 
passing day, week and month, it feels like more and 
more people are discovering this truly one-of-a- 
kind, bizarre curio from Nintendo's past. Some 
receive the film with scorn, but others choose to 
embrace it for how off-the-wall it is. Either way, 
those who do so on Twitter have reportedly heard 
whispers telling them to #TrustTheFungus. 

Fans new and old continue to create fan art and 
cosplay and celebrate the movie in new and unique 
ways. Among them was a semi-official (co-written 
by original movie screenwriter Parker Bennett) 
sequel told in comic form that we covered in NF #3, 
which sadly did not see completion. However, the 
folks behind it are looking at other avenues of 
telling the story, including a novel format and hope 
for an officially licensed comic. 

In addition to their efforts to continue pursuing 
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25 YEARS IN DINOHATTAN 


A quarter-century after its theatrical debut, the original Super 
Mario Bros. movie continues to delight i its most dedicated fans. 


the sequel, the Super Mario Bros. The Movie 
Archive folks have worked with Reset Media 
Productions to "restore" trailers for the film to 4K 
quality from their original 35mm reels. This preser- 
vation is made more significant by the trailers con- 
taining alternate and unused footage that was not 
in the final version of the movie that made it to 
theaters and home video. So far, two trailers — 
"The Power" and "This Ain't No Game" — have 
been restored and are available to view online, 
while work is underway with the hopes of a full 
AK film release to arrive this year — possibly 
with those unused scenes reinserted. 

That isn't the only high definition facelift 
the movie has seen in recent years, though. 
While not 4K, Second Sight has nonetheless 
seen to it that fans who enjoy the HD experi- 
ence are able to visit Dinohattan with their 
2014 release of Super Mario Bros. on 
Blu-ray. Now the movie can be seen in a 
crisper quality without the print damage 
artifacts and the incorrect color timing of 
the DVD release. The sound has been 
enhanced as well with 5.1 DTS-HD Master 
Audio, and unlike the largely bare-bones 
DVD release, there are bonus features 
including the 60-minute "This Ain't No 
Game" documentary, the original 
"Making of" featurette and more. 

There's even a Steelbook version for 
the discerning collector! 

The one major downside? You're 
not going to find it widely available 


in North America, as Second Sight only released it 
in the UK. But on the upside, while that version is 
locked to Region B, the Japanese release from 2017 
is said to be Region A, and should work with North 
American hardware if you're willing to import. 
Finally, those who would like to experience the 
film with other fans — perhaps even for the first 
time — should keep an eye out for fan screenings! 
The State Theatre in Modesto, California, is hosting 
one shortly after we send this issue out the door, 
and there are sure to be more after it. The fungus 
can't be stopped! — DAVID 


THE STATE THEATRE 
D 1307 J Street 
Юма ! Modesto 
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THE ADVENTURES OF Mr. HOLMES 


The secret, incredible origins of a master interviewer revealed! 


OUR FEARLESS LEADER Lucas once said 
that | was the most likable man in game 
journalism. That’s such a kind thing for him 
to say, but | don’t agree at all — if there’s 
one thing I’m particularly bad at, it’s 
remembering to try to be charming or cool. 
My public opinions about Skyward Sword 
and Super Smash Bros. Brawl are definitely 
proof of that. In fact, one of my first 
YouTube videos was about a pre-release 
Smash Bros. Brawl tournament at Worcester 
Polytechnical Institute. Shortly after it was 
uploaded, one of the top comments said, 
"This guy is so annoying | want to punch him 
in the face." Ouch! | hate making people feel 
that way, but knowing that not everyone 
likes me doesn’t slow me down. Over 10 
years later, I’m still writing about video 
games and making videos about them. | just 
can’t help it. 

So why do | do it? Well it’s certainly not 
because | have the hair for it, or because | 
think I’m good at it. It’s because | love 
people and video games very much, and 
that love drives me to want to connect with 
them. While | may not be the most tradition- 
ally likable man in game journalism, | think | 
may be the man who likes people the most 
in all of game journalism, and for me, 
playing a video game is just another way to 
get to know the people who made it. After 
playing hundreds of games and meeting 
their creators I’ve found that almost every 
developer resembles their work. Suda51 
talks just like someone you might meet in 
No More Heroes. Edmund McMillen is just as 
ambitious-but-vulnerable as Meat Boy or 
Isaac. Tom Happ's mind is constantly trying 
to decode the world around him, just as you 
do when you play Axiom Verge. Of course, 
things change when you interview a devel- 
oper who worked on a game with 20+ 
people on the production team, but that 
doesn't make their work any less meaning- 
ful, or their experiences any less interesting. 
There's a human story behind every game, 
and they're all important to me. 
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Sustaining that empathetic and curious 
attitude is a big part of why I’ve managed to 
spend one fourth of my life writing about 
games. When you're interested in people, 
and you care about them, they're more 
likely to trust you and open up to you. That's 
how | managed to do 200 episodes of a 
weekly two-hour livestream interview 
podcast with game developers called "Sup, 
Holmes?". When you really value what 
someone has to say, they will talk to you, 
and the things they say may surprise you 
both. 

Of course, it took me a little while to gain 
the confidence and interview chops to pull 
off the show. First | got used to being on 
camera in my 20s on an MTV reality show 
called Road Rules. Then I started talking to 
game developers at events for Destructoid 
in 2008. After that, | ended up creating a 
variety of podcasts and shows, including 
Sundays with Sagat, Talking to Women 
about Videogames, The Destructoid Show, 
Teenage Pokémon, Podtoid, Dismal Jesters, 
Art Hawk and a few others I'm probably for- 
getting. I’ve also been lucky enough to meet 
gaming celebrities like Reggie Fils-Aime and 
Jessica Nigri, and even appear in a few 
games myself, either as caricature, in the 
special thanks credits or even as a voice 
actor. Retro City Rampage, Shovel Knight, 
Woah Davel, Streets of Red, 2064: Read 
Only Memories, Bit.Trip: RUNNER, Cave 
Story 3D and Cat Girl Without Salad all have 
a little bit of me in them, and for that ГИ be 
eternally grateful. 

So if appearing in videos and even video 
games themselves is my favorite thing, then 
why do | write for a Nintendo enthusiast 
print magazine? Part of it comes from my 
time as Destructoid's "Wii Guy" of 2008- 
2012, but it's mostly because of my love of 
physical media. When you read a good game 
magazine, it feels like flipping through a 
photo album of your best friends, or holding 
a handwritten letter from a family member. 
That kind of genuine emotional connection 
with games and people is what I live for. 
That's why I’ve worked to expand my portfo- 
lio in print over the past few years, having 
contributed to the Indie G "Zine and an 
upcoming book-a-zine called A Profound 
Waste of Time, where | learned how the 
Shovel Knight saga works as a secret autobi- 
ography. That said, Nintendo Force will 
always be my home on the printed page. It’s 
a privilege to be here, and | pledge to never 
take it for granted! - JONATHAN 
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THE ARTISTRY OF @ARBYS 


They've got the meats . . . and the arts and crafts. 


NOW, 1 KNOW what you're thinking — NF has finally sold out. 
But no! It's not so! The Arby's company has paid no advertising 
fee to have their products appear on these pages. (Though, if 
they're reading this and they'd like a permanent ad spot, I 
could be persuaded with probably just a handful of coupons 
for some free roast beef.) 

No, Arby's is appearing here to help close out this edition of 
NF thanks to the thematic similarity between what Nintendo is 
trying to do with Nintendo Labo and what the restaurant 
chain's social media has already been doing for the past few 
years: mashing up the virtual world of video games with the 
real-world, hands-on creativity of cardboard construction! 

It all started a few years ago, in the back half of 2015. 
Arby's saw that its social media had stagnated, as potential 
customers had little reason to engage with a daily onslaught of 
notices about new items on the menu or "Buy 2, Get 1 Free" 
lunchtime specials. So their PR team took a hard swerve away 
from what all the other restaurant brands were doing and 
decided to target a specific audience: video game fans! 

OK, there are also anime and movie references from time to 
time, but largely the tweets coming out of @Arbys are now 
directed at catching the eyes of gamers. How? By crafting 
incredibly intricate and interesting papercraft characters using 
nothing but the materials you'd find in any Arby's location! 
Cardboard sandwich containers, curly fry boxes, to-go sacks 
and common cups get cut up, then pieced back together to 
turn into industry icons like Mario, Mega Man and more. And 
sometimes they skip the cardboard entirely and just squeeze 
character art out of sauce packets! It's truly impressive, and 
we've collected a gallery of some of our favorites here. Just try 
not to get too hungry as you take them all in! — LUCAS 
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SUPER COOPER! 


ITS BEEN FOUR years since I was last privileged to use this page to announce the addition of a new member 
of the Thomas family, and I'm thrilled to be able to do it again today! NF readers, please welcome to the world 
Cooper Daniel Thomas, the third super Thomas brother! 


Cooper joined our crew on March 29, right in the middle of our production cycle for this NF issue. As I’ve now 
been flung right back into that most sleepless phase of family life that is caring for a newborn around the clock, 
| hope you'll forgive me if | fall behind a bit on responding to incoming emails and Patreon messages or fulfilling 
NFMagazine.com website store orders. I’m juggling everything as best | can now with three kids instead of two, 
but sometimes I just need a nap (or some extended snuggle time with the cute little boy pictured below). 


Our oldest, Carter, is now six and our Player #4, Calvin, is now appropriately four years old. As a big brother 
gift, both of them got new Switch Pro Controllers just like Daddy's and the three of us have been running through 
Kirby Star Allies together — when we're not hanging out with little Coop. Being a big brother is nothing new for 
Carter, so he's taken to the change in family dynamic with ease. Calvin's nurturing nature has exploded with a 
baby brother to care for, though, and it's all we can do to keep him from smothering Cooper with kisses! 


As he was just born, it's going to be a while before Cooper's old enough to join in gaming time with the other 
boys. But I'm already looking forward to full four-player fun now that I’ve been blessed with three sons! Welcome 
to our crazy bunch, Cooper! — LUCAS 
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